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How to Use This Book 


This is the third annual Monstrous Compendium book. The 
series features creatures that appeared in various T5R role- 
playing games and periodicals over a single year—in this case, 
1995, The selections come from myriad game worlds, but 
they've been developed with the intent to make them useful in 
any campaign setting; those who own products containing 
these monsters may discover slight variations if they compare 
the respective entries. Even so, monsters that come from prod’ 
net lines like the Birthrigiit campaign setting or the Dark 
Sln savage lands often remain quite distinctive, and they 
should be chosen with care for use in an adventure. For exam- 
pie, most adventurers aren't likely to happen upon the Dream 
Spawn or a Temporal Glider as they wander along the road to 
glory. 

This year features a complete index to the MONSTROUS 
Manual' Tome and all three Monstrous Compendium annu¬ 
als. Instructions for using the index are given at Hie back of 
this volume, where the index begins. 

Fach monster entry includes the following information: 

CLIMATT/TERRAIN defines where the creature h most often 
found. Normally, climates include terms such as arctic, subarc^ 
tic, temperate, and tropical. Terrain types include plain/scrub, 
forest rough/hill, mountain, swamp, and desert. Note that the 
P landscape Demiplane of Time is the same as the Temporal 
[Time from the product Chronorntmcer (#9506). 

FREQUENCY is the likelihood of encountering a creature in 
any given area. Very rare indicates a 4% chance, rare is 11%, 
uncommon Is 20%, and common is a 6 5% chance. Chances can 
be adjusted for special areas. This entry can be used as a 
guideline for adventure design, 

ORGANIZATION is a description of the general social struc¬ 
ture that the monster adopts. Common types are soli tan; dan, 
pack, herd, and flock. In many cases, solitary includes small 
family groups or mated pairs. 

ACTIVITY CYCLE is the time of day when the monster is 
normally awake and most alert. Those who tend to be busiest 
at night may be active at any time in subterranean or similar 
settings, it is worth remembering that the activity cycle entry 
is a general guide, and exceptions are fairly common. 

DIET indicates what the creature generally eats, of course. 
Carnivores eat meat, herbivores eat plants, omnivores eat 
either, and scavengers dine mainly on carrion. Unusual 
entries, like life energy or emotions may appear from time to 
time, and they are fully explained in the text. 

INTELLIGENCE is the equivalent of the attribute score of the 
same name. Certain unintelligent monsters are instinctively 
cunning hunters, and these are noted in the monster descrip¬ 
tions- Ratings correspond roughly lo the following Intelligence 
ability scores: 


0 

Non-intelligent or not ratable 

1 

Animal intelligence 

2-4 

Semi-intelligent 

5-7 

Low intelligence 

8- ID 

Average (human) intelligence 

11-12 

Very intelligent 

13-14 

Highly intelligent 

15-16 

Exceptionally intelligent 

17-18 

Genius 

19-20 

Supra-genius 

21 + 

Godlike intelligence 


TREASURE refers to the treasure tables that are found in the 
Dungeon Master Guide (DA1G). The entry indicates the type 
of treasure likely to be found on or with an individual mon¬ 
ster. Treasure should be adjusted downward if only a few 
monsters are encountered. This figure may be further 
increased or decreased at the DM's discretion These tables 
should not be used lo place dungeon treasure, as numbers 
encountered underground will be much smaller intelligent 
monsters will usually use magical items that are present, and 
try to carry off their must valuable treasures if hard-pressed. 

Major treasures are normally found in the monster's lair and 
designated in parentheses. As a rule, these should not be 
determined randomly but ought to be designed and placed by 
the DM. If he or she decides to assign such treasure randomly, 
it's best to roll for each type possible; if all rolls fail, no trea¬ 
sure of any type is found. 

Unusually large or small treasures are noted by a parentheti¬ 
cal multiplier (xttl xte, etc,). These should not he confused 
with treasure type X, 

ALIGNMENT indicates the general behavior of an average 
monster of that type. Exceptions, though uncommon, may cer¬ 
tainly' be en co li n tered. 

NO* APPEARING indicates an average number of creatures 
that will be encountered in the wild. The DM should alter this 
to fit particular circumstances as the need arises. In many 
cases, additional information on this topic will be presented in 
the Habitat/Sodety or Ecology section. 

ARMOR CLASS is a rating of the monster's resistance to dam¬ 
age in combat. In many cases this is based upon the creature's 
natural defenses, but it can also indicate armor worn by 
humanoids or other creatures. In some cases, high speed, nat¬ 
ural agility, or magical protection may play a pari in the deter¬ 
mination of a creature’s Armor Class rating. Humans and 
humanoids of roughly man si/e that wear armor will have an 
unarmored rating in parentheses. Listed AGs do ytof include tiny 
special bonuses noted in the monster's description* 

MOVEMENT shows the relative speed of the creature com¬ 
pared to an unencumbered human, who has a rating of 12. 
Higher speeds may be possible for short periods. Human, demi- 
hliman, and humanoid movement rates am often modified by 
armor type funarmored rates are given in parentheses). 
Movement through common media are abbreviated as follows: 
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FI Flying 

Sw Swimming 

Dr Burrowing 

Wb Moving in a web 


Flying creature* also have a maneuverability class of A to E, 
which is indicated in parentheses. Complete information on 
maneuverability classes and their use can be found in the aeri¬ 
al combat rules in the DMG. 

HIT DICE indicates the number of dice rolled to generate the 
creature s hit points. Unless otherwise stated. Hit Dice are 
8-sided, The Hit Dice are rolled and the numbers shown are 
added to determine the monster's hit points. 

Some monsters will have additional points added to die 
total rolled on tile Hil Dice. Thus, a creature with a rating of 
4 + 4 has between 8 and 36 hit points. Monsters with a bonus 
of +3 or mure added in their rolled hit points are considered to 
have an extra Hit Die for lire purposes of attack roll* and sav¬ 
ing throws Thus, a creature with 4 + 4 HD attacks and saves 
as if it had 5 Hit Dice. 

hi rare cases, a monster will have a hit point spread without 
a Hit Dice rating, in order to determine the number of Hit 
Dice that such creatures have tor attacks and saving throws, 
divide the listed hit points by 4. Round the Hit Die rating up 
with remainders of (13 or greater, and drop all other fractions. 

TH ACO is the base roll that the monster needs to hit an enemy 
with an Armor Class of (), t his is a function of I lit Dice, as 
described in the C ombat section of the DMG. Modifiers to the 
creature's attack roll will be presented in tire Combat section 
of the entry, but the listed TH ACO does not include any special 
bonuses. 

NO. OF ATTACKS indicates the number of times that the 
monster can attack in a single round. Multiple attacks can 
indicate several attacking arms, raking paws, multiple heads, 
etc. In some cases this does not include special attacks listed in 
the Combat section, but the text will make that clean This 
number may be modified by hits that sever members, by haste 
and stow spells, and so forth. 

DAM AGE/ATTACK shows the severity of a given attack and 
is expressed as a number and type of dice, which are rolled to 
determine the total number of hit points lost b\ the target of 
the attack. If the monster uses weapons, the damage listed is 
for its favored weapon. Damage bonuses due to high strength, 
special abilities, and the like are listed in the Combat section 
of the entry. 


MAGIC RESISTANCE is the percentage chance that magic 
cast upon the creature will fail to affect it, even if other crea¬ 
tures nearby are affected. If the spell penetrates this resistance, 
the creature is still entitled to any saving throws normally 
allowed. 


SIZE is an indication uf the overall dimensions of the creature. 
In the case of humanoids, it indicates the height of the mon¬ 
ster. For other creatures (snakes and dragons, for example), it 
refers to the monster's length. Other measurements are possi¬ 
ble and will be explained in the text 


T = tiny 
S = small 
M = man-sized 
L - large 
H - huge 
G = gargantuan 


under 2 feet tall 
2 to 4 feet tall 
4 to 7 feet tall 
7 to 12 feet tall 
12 to 25 feet tall 
over 25 feet tall 


MORALE Ls a genera] rating of how likely the monster is to 
persevere in the face of adversity or armed opposition. This 
guideline may be adjusted for individual dreumstances. 
Morale ratings correspond to the following range; 


2-4 

Unreliable 

5-7 

Unsteady 

8-10 

Average 

11-12 

Steady 

13-14 

Elite 

15-16 

Champion 

17-18 

Fanatic 

19-2(1 

Fearless 


XP VALUE is the number of experience points awarded tor 
defeating (notnecessarily killing) the monster This value is a 
guideline that may be modified by the DM for the degree of 
challenge, encounter situation, and overall campaign balance, 

PSION ICS gives a complete breakdown of the creature's 
innate psionic abililies, including sciences nr devotions known 
and psimic strength points (PSPs) available, A thorough under¬ 
standing of this section requires Inmiliarih with the Complete 
Pskmfcs Handbook, This entry is included unify for those crea¬ 
tures that have ps tonic powers. 

Combat provides all of the Information that a DM will need to 
resolve a battle with the monster. Among other things, it 
details special combat abilities, arms or armor, and unusual 
tactics employed by the creature. 


SPECIAL ATTACKS details any unusual attack inodes pos¬ 
sessed by the creature such as a breath weapon, spell use, poison, 
and the like. These are fully explained in the monster description. 

SPECIAL DEFENSES provides information detailing any 
unusual resistances to harm that the monster might have. 
These commonly include an immunity to certain forms of 
attack or an invulnerability to nortmagical weapons, among 
other possibilities. These* are fully detailed in the monster 
description. 


Habitat/Society outlines the monster 's general behavior, 
nature, social structure, guardian minions, and goals. Whereas 
the previous section provided information needed for resolv - 
ing skirmishes involving the creature, this entry provides 
information useful for role-playing encounters. 

Ecology describes how the monster fits into the campaign 
world (including common enemies or prey), gives useful prod¬ 
ucts or byproducts of the creature, and presents other miscella¬ 
neous information, This information can help the Dungeon 
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Master decide exactly when and where to introduce the mon¬ 
ster into his or her campaign. 

Close Variations of a monster are given in a special section 
after the main monster entry, For example, the ''bonebat" 
entry also includes a brief discussion of the battle ha L J a 
closely related creature. 

As of I his writing, it has been about seven years since the final 
touches were put into the Second Edition of the ADVANCED 
Dt;t-'oNs & Drains rules. In that time, a number of major 
and minor changes have been introduced to the game system. 
One of the more important revisions is a change to the formula 
used to calculate experience-point rewards for defeating the vari¬ 
ous monsters encountered during an adventure. This revision 
was introduced in the Monstrous Manual hardbound and has 
become the new standard for the calculation of experience points. 

The experience point v alues for the monsters in this 
Monstrous CoMPFNnamt appendix have all been calculated 
using the new, revised rules. The table to the right, updating 
the one printed in the AD&D 2nd Edition DUNGEON Master 
Guide, is provided in order to make the DM's task easier when 
designing his or her own monsters. 

It's worth noting that in some cases the DM will want to 
deviate from the values giv en here. Some monsters are so 
powerful that the experience point rewards generated with 
these tables will be far less than a party might deserve. A good 
example of such a creature is one nl the dent7ens of the Abyss, 
such as the greater Tanar'ri described in this book, or any of 
the legendary awnsheghlicn of the Birthright setting. 

What has changed? 

None of these changes affects the general way in which experi¬ 
ence points are calculated. A DM still begins by noting the 
number of Hit Dice that a monster has (Table 31) and then 
applying some modifiers, based on the general powers and 
abilities of that creature. Only the modifiers {Table 32) have 
changed, although both tables have been printed here for easy 
reference. 

Two new entries for psionic abilities have been added to the 
table. Thus, Lhe possibility that a monster might have psionic 
disciplines (see The Complete Frames Handbook) av ailable to it 
has now been taken into account, Dungeon Masters who are 
not using psionic powers in their campaigns can simply ignore 
these additions. 

both the magic resistance and breath weapon entries have 
been split into two categories, reflecting the great range of pos¬ 
sibilities within these classifications. 

The bonus normally awarded for flight has been expanded 
to include other special forms of movement. Thus, a monster 
like a bullette or xorn, which can travel through the earth at 
great speed, would receive the same adjustment to its experi¬ 
ence point value as a flying creature. 

Of course, exceptions and unusual cases will still crop up. 
When this happens. Dungeon Masters will simply have to use 
a little common sense in the awarding of experience points. 


Table 31: Creature Experience Point Values 


HD or Level 

XP Value 

Less than 1-1 

7 

1-1 to 1 

15 

1h- 1 to 2 

35 

2+1 to 3 

65 

3+1 to 4 

120 

4+1 to 5 

175 

5+1 to 6 

270 

6+1 to 7 

420 

7+1 to 8 

650 

8+1 to 9 

975 

9+1 to 10+ 

1,400 

11 to 12+ 

2,000 

13 nr higher 2,000 + 1,000 per 

additional Hit Die 

Table 32: Hit Dice Value Modifiers 


Armor Class 0 or lower 

+1 

Attacks, multiple (four or more per round) 

+1 

Blood drain 

+1 

Breath weapon, under 20 hp maximum damage 

+1 

Disease 

+1 

Flics nr has other special movement power 

+1 

Hit points greater than normal (over ft hp/HD) 

+1 

Immune to a spell or spells 

+1 

Immunity tr> nr half-damage from any weapon type 

+1 

Intelligence High (13-14) or better 

+1 

Invisible at will 

+1 

Magic resistance (less than 50%) 

+1 

Magical item or weapon use 

+1 

Magical or silver weapons to hit 

+1 

Missile weapons or ranged attack ability 

+1 

Psionic devotions 

+1 

Regeneration 

+1 

Speifeasting (level 2 or less) 

+1 

Unlisted special defense mode 

+ 1 

Unlisted nonmagical special attack mode 

+1 

Attack, single, inflicts 2fK points of damage 

+2 

Attacks, multiple, inflicting 30+ points of damage 

+2 

Rrealh weapon, oyer 20 hp maximum damage 

+2 

Fear or weakness caused 

+2 

Magic resistance (50% or better) 

+2 

Paralysis 

+2 

Poison 

+2 

Psionic sciences 

+2 

Spellcasting (level 3 or greater) 

+2 

Swallows whole 

+2 

Unlisted special magical attack mode 

+2 

Energy drain (level or ability draining) 

+3 

Petrification 

+3 


Comments and constructive criticism of this book are appreciated 
and will be considered in the preparation of future volumes. E- 
mail messages can be left at the following address: 

VSR i n c2@ A 01. ,co m 
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Alaghi 

C LIM ATE/TERR AIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE; 

TREASURE: 

ALIGNMENT: 

Temperate mountain forest 
Very rare 

Family group 

Any 

Omnivore 

Low (5-7) 

I (no coins), Q 

Neutral 

NO. APPEARING; 

2-5 

ARMOR CLASS: 

4 

MOVEMENT: 

12 

HIT DICE: 

9 

THAC0: 

11 

NO* OF ATTACKS: 

2 

DAMAGE/ATTACK: 

2d 6/2d 6 or by weapon type 
(Strength bonus) 

SPECIAL ATTACKS: 

Missile weapons 

SPECIAL DEFENSES: 

Stealth 

MAGIC RESISTANCE: 

Nil 

SIZE: 

L (6' tall with large girth) 

MORALE: 

Steady pi-12) 

XP VALUE: 

Adult: 2,000 

Young: 120 

Elder: 5,(XX) 

Hermit: 6,000 


Alaghi are intelligent forest-dwelling humanoids distantly 
related to yeti. They are barrel-chested, with short, almost 
invisible necks, and wide, flat heads with sloping brows. Their 
shoulders are broad, and their anus are long and powerful 
Their legs are short but thick, and their hands and feet are 
very large, An alaghi's entire body is covered with thick hair, 
usually blond, reddish brown, or charcoal gray. Most blond 
individuals have green eyes and fur tinged w ith green high- 
lights. An adult alaghi stands about six feet tall, weighs about 
330 pounds. Alaghi usually live for 75-85 years. 

Nnmdii Alaghi speak their own language of hisses, hoots, 
and grunts, Sedtmhmj (settled) alaghi also speak common, and 
usually the language of any neutral or evil creatures living 
nearby. Hermitic (solitary) alaghi are loquacious if befriended. 
These can speak with any woodland creature or animal and 
will know 2d4 other languages as well 

Combat: Alaghi tend to be shy and peaceful and kill only for 
food. They can move silently 80% of the hme and can hide in 
natural surroundings 75% of the time. They are capable war¬ 
riors, however, and fight with great cunning if attacked or 
panicked, An alaghi s huge, muscular fists can inflict 2d6 
points of damage in combat. A typical alaghi hunter or warrior 
carries a stone knife or hand axe, and three or four wooden 
javelins that the creature can hurl with great force. An alaghi 
can attack with a weapon in one hand and make a second 
attack with its empty fist. If forced into combat, a group of 
alaghi scatters and hides. Thereafter, the individuals come out 
of hiding one at a time to hurl missiles or melee while their 
fellows circle to the rear, moving silently 

llabitabSoriety: Most alaghi are semi-nomadic hunter-gather¬ 
ers who travel as small families. They are usually encountered 
on the move (80%), but when encountered in an encampment 
(19%), a group of alaghi has 0-3 youngsters (ld4-l) with 3 Hit 
Dice and the same chance to hide and move silently as the 
adults* Their combat ability, however, is limited to normal pum¬ 
melling or wrestling attacks (ld6/ U16 points of damage). 



'going wherever BBTgaM? and wild o!-n!f^rdvide the best liv¬ 
ing. In places where the wi filers are cold, these alaghi winter 
in natural caves or protected valleys* The nomadic alaghi do 
not necessarily live in harmony with nature, but they respect it 
and know how to use it without destroying it. 

Sedentary Alaghi 

Rarely (15% of encamped groups), 15-2(1 alaghi lay permanent 
claim to a particularly bountiful area and settle down to live in 
crude huts or large cave complex. Such sedentary alaghi com¬ 
munities are led by an elder more than 100 years old who has 
10 Hit Dice, high Intelligence; and the ability to cast priest 
spells (five 1 st-level, five 2nd4evel, and two 3rddevel spells 
each day from the following spheres: all, plant, animal, heal¬ 
ing, charm, divination, and combat). 

Such communities are generally feared and mistrusted, for tile 
individuals in them begin to show traits common to their relatives, 
tine yeti. Although willing to trade pelts, game, and ones for manu¬ 
factured goods, sedentary alaghi do not hesitate to stay and eat 
unwary traders or travelers in their midst Sedentary alagln live 
much like primitive humans, but they tend to be greedy and are 
quite capable of depleting the resources around them to the point 
which their communities must resort to raiding to survive* 

Hermitic Alaghi 

Even more rare are the hermitic alaghi (1%), These solitary adults 
are at least 50 years old, with exceptional Intelligence and neu¬ 
tral good alignment. They are vegetarian-philosophers with II 
Hit Dice and the powers of tlfh-level druids. Though shy, they 
are curious and helpful—they love riddles and games of strate¬ 
gy, such as chess, which they play mentally. A human or demi- 
human who can beat an alaghi hermit at chess is rare indeed. 
Hermitic alaghi live in complete harmony with nature and are 
always on good terms with their woodland neighbors. 
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Alhoon (Illithilich) 


CLIMATE/TERRAIN: 
FREQUENCY; 
ORGANIZATION; 
ACTI VITY CYCLE; 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Any 

Very rare 

Community or solitary 

Any 

Special 

Genius (17-18) 

5, X Vx6 (x6 in lair), X 
Neutral evil 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAM AGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 

PSION ICS SUMMARY: 


Pi aytkN Option : 


5 

12 

8 + 4 
11 
4 

I d4 + special 
Mind blast, spell use 
Nil 
%)% 

M (6' tall) 

Fanatic (17-18) 

9,000 

Dis 4/Sci 5/Dev 14; PS -Ini; PSPs 
250 + dlOO 

Ai± EW, II, MT; Def: All 
#AT 1; MTHACO 18; MAC 5 


Psychokinesis: Devotions —body control, levitation. 
Psychometabolism; Sciences —body equilibrium (their only 
psychometabolic power). 

Psychoportation: Stiei itYs—prababi) itv travel, teleport; 
Devtotitnis: astral projection. 

Telepathy: Sciences— domination, mind link; Devotions —awe, 
contact, ESP, ego whip, id insinuation, post-hypnotic suggestion, 
Other Powers: Various; two sciences, five devotions. 



licit's touch), but do have standard imdead immunities to sleep, 
hold , and c/wrw-rdatcd magics. Then cannot be turned by 
priests, and are not harmed or impeded by hoh' water, protection 
from evil sunlight, or cold -wrought iron or silver weapons —but 
are subject to spells specifically affecting undead. 


Alhoon look like living mind flayers (mauve-skinned, octo¬ 
pus-headed beings with four mouth-tentacles, and three-fin¬ 
gered hands). The only visible difference between illithids and 
Ullthiliches is that an alhoon'* skin is dry and often wrinkled, 
never glistening with slime. 

Combat; Alhoon attack with four ten fades, as living mind 
flayers do. Once a tentacle hits, U inflicts id4 points of damage 
per round as it bores into the victim's body. Attacks on a tenta¬ 
cle (AC 7) inflicting 5 points or more points of damage in a 
single round cause it to recoil It draws out of the victim's 
body, later striking at a new spot; an attack roll is required. It 
the victim's head is hit, boring time to the brain is I—1 rounds, 
at which point the victim dies. Tentacles striking elsewhere 
than the victim s head inflict damage lor 4 rounds, then with¬ 
draw; they arc not long enough to reach Ihe brain. 

[llithiltches have the mind Mast it had m life (cone 60 feet 
long, opening from 5 to 20 feet; save vs. wands or stunned 3d4 
rounds) and psionic abilities common to all true mind Havers 
(the equivalent of a 7th level psionirist~ 4 disciplines. 5 sci¬ 
ences, and 14 devotions). Alhoon additionally attack with it find 
thrust, and individual abilities are possessed as well (consult 
PHBRS The Complete Psion ic$ Handbook). 

In addition to their tentacles and pstonic abilities, iUithilidv 
es can cast spells as 9th-level w izards (spells: 4, 3 r 3, 2, 1). 
Typically, they use a wide variety of spells seized from human 
wizards, spellbooks found in tombs, and the like—and always 
avidly seek more, driven by their hunger for power. An alhoon 
cannot use other attack from* in the same round as psiomes. 

Alhoon gain no special undead attacks (such as a human 


Habitat/Society: Alhoon spurn U lit hid societies ruled by elder- 
brains, and do nut hesitate to take living mind flayers as thought- 
controlled slaves (just as they took all other creatures as slaves 
when alive—a process continued in Ikh state). They usually live 
alone in the surface world, often slaying a human wizard and 
taking ov er his remote tower. In the Underdark, they cooperate 
for mutual survival, sharing spells and aid freely to overcome 
drew, duergar, duakers, aboleths, and living mind flayers alike* 
Alhoon regnal true liches and beholders as their greatest rivals, 
and accordingly destroy them whenever prudently possible. 

Ecology: Alhoon have no need for sustenance, but their bodies 
adapt only imperfectly to lich state; many steps of most Itch-cre¬ 
ation processes used by others fail on a strongly magic resistant 
mind flayer body. Alhoon are plagued by ongoing skin wrin¬ 
kling and tissue desiccation, which they counteract by bathing 
or by drinking water, soup, alcohol and other liquids. Nutrients 
need not be ingested: poisons absorbed in this way will barm 
an alhoon (lowering its hit points no further than a minimum of 
6 hit points and noi killing it). The illithilich state neutralizes 
must poisons (restoring ali damage dune by them) in 2d4 turns. 

Illithiliehes enjoy devouring brains just as they did in life, 
but do not need to do so. Sometimes (3 in 12 chance), devour¬ 
ing a brain gives an alhoon mental glimpses of Id 12 thoughts 
that the brain held, either a random or (if the alhoon concen¬ 
trates on a topic such as magical items, w ritten spells, or trea¬ 
sure locations), thoughts most closely related to a chosen topic. 

Essence of alhoon brain is an exotic ingredient in spell-wriL- 
ing inks and can be employed to great advantage in the craft¬ 
ing of magical items that affect the minds of creatures. 
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Aranea 


CLIMATOTERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET 

INTELLIGENCE* 

TREASURE: 

ALIGNMENT: 


Any 

Uncommon 

Gan 

Any 

Omnivore 
High f 13—14) 
M, O (U) 
Neutral 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACG: 

NO. OF ATTACKS: 
DAM AGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1-6 

7 

18, Wb 12 
3 
17 
t 

Idfi 

Faison, spells 
Spells 

Nil 

M (6' diameter) 
Steadv (31-12) 
650 


Aranea are intelligent forest-dwelling arachnoids that are 
skilled in magic use. They have two true forms—that of a 
humanoid and that of a large, intelligent spider—and can 
shapeshift into a hybrid form that combines the two. 

In humanoid form . an aranea resembles one other creature, 
from as small as a goblin to as large as a gnolL Human, elf, 
dwarf, and half-elf forms are common. In spider form, an aranea 
resembles a large spider, bn I has an oddlv-shaped lump on its 
back that houses its brain. Beneath its impressive mandibles, 
sprouting from the front of its body are two small limbs, each 
about two feet long. Each of the small limbs has four lingers plus 
a single thumb {the fingers are many-join ted and the thumb lias 
an extra joint), The hybrid form is humanoid with arachnid ele¬ 
ments: fangs, two spinnerets (in the palm of each hand), and 
four eyes (the second pair often in the temples). Each linger and 
thumb typically has an extra joint as well. No twu aranea have 
exactly the same hybrid form. 

Most aranea arc neutral, though most others think them to 
be evil. Aranea have infravision wilh a range of 60 feet 
Aranea have their own language and each knows the native 
language of the race they emulate. 


Combat: Aranea prefer to avoid physical combat. In humanoid 
form, they fight as the race emulated, though they can cast spells 
in any form. As spe lie asters, aranea prefer illusions and charms, 
and avoid fire-based spells. Their shapechanging does not affect 
their wounds, and when killed, an aranea stays in the current 
form. The rest of this section deals with special abilities limited 
to the spider and hybrid forms. 

Aranea often wait in trees for prey hi pass beneath, lower 
themselves silently on web strands, and attack with spells. 
Creatures attacked in this manner suffers a penalty of -1 to 
their surprise rolls ! he hybrid form can use weapons. 

A aranea bite (1 d6 damage) is poisonous, and usable three 
times per day The bitten victim must make a successful saving 
throw vs. poison or take td4 points or damage per round for 
the next ld4 rounds. Aranea venom quickly becomes inert and 
cannot be used on weapons. 

An aranea can spin webbing, up to 30 feet of web per day (a 
strand is a quarter-inch in diameter and can suspend about 5(30 
pounds). An aranea climb webs at a movement rate of 12, has no 
special abilities against a spoil cast by another, An aranea 
can throw its own web strands as if using a lasso, to immobilize 



or entangle opponents A strand can be severed easily (a blow 
inflicting 2 points of slashing damage suffices) or broken by a 
successful "open doors'* roll. Manned creatures can be immo¬ 
bilized with 20 feet of webbing, small-sized creatures require 10 
feet. Larger creatures can be hindered only 

Habitat/Society: Many aranea prefer to live in forests, the nat¬ 
ural homes of their ancestors, where they can hunt and hide, 
though some have secretly joined urban populations as well. 
Aranea young are bom live, and parents take good care of 
them. Aranea believe the humanoid form is chosen by fate, 
and aranea of the same family usually have similar forms (if 
not an infant might be sent away to be raised by relatives). 

An aranea changes shape with ease, but never assumes spi¬ 
der form among non-aranea. Each aranea has one specific 
humanoid form that it can shift into; this develops very soon 
after birth, and cannot be changed later. The humanoid form is 
the same gender as the aranea, with height, weight, eye and 
hair color all typical of the humanoid type emulated. It takes 
one round to change from humanoid to hybrid, and another to 
change from hybrid to spider form An aranea in humanoid 
form Is effectively a member of the race emulated, and has any 
special abilities of that race. For instance, an aranea in dwarf 
form has excellent underground skills and the normal chance 
of magical item malfunction. 

Ecology: Most aranea feel they are superior to other races. 
Often cold, calculating, and secretive, thev tend to be suspi¬ 
cious of others, expecting them to have secrets as well. Aranea 
are predators, and many enjoy the taste of flesh. They are gen- 
e rally good with cloth, and naturally dominate the silk market 
With the silk they produce. Those aranea that produce art cre¬ 
ate works that most other creatures find disturbing. Aranea 
covet and actively work to acquire magical items. Due to their 
reputation as "bogeymen," a revealed aranea wilt often be 
hunted by everyone in the region (especially by other aranea). 
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Banedead 



Wizard who worships 
one of the above two 
beings. In either 
case, the master 
must be of at 
least 11th level. 
When 

Banedead have 
been found 
without a liv¬ 
ing master, they 
were roaming 
around mins 
and sites conse¬ 
crated to Bane or 
Xvim. Unverified 
reports claim that 
Banedead wander the 
streets of 

Zhentil Keep, hunting 
down those who 
lost their faith in 
Bane during the 
Time of 
Troubles, 


CLIMATETERRATN: 
FREQUENCY: 
ORGANIZATION; 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE; 

TREASURE; 

ALIGNMENT: 


Any 

Rare 

Pack 

Any 

None 

Average (8-10) 
Nil 

Lawful evil 


NO, APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAM AGE/ ATTACK; 
SFECIAL ATTACKS: 
SPECIAL DEFENSES: 


MAGIC RESISTANCE 
SIZE; 

MORALE 
XI 3 VALUE; 


2-12 

4 

12 

6 

15 

2 

2d6/ld6 
Dexterity drain 
+1 or better weapon 
to hit, spell immuni¬ 
ties, immune to poi¬ 
son 
Nil 

M (5'+) 

Fanatic (17-18) 

2,0<X1 


Created from fanatical human worshipers of a van¬ 
ished god named Bane, these withered humans have 
been sucked dry of life. The malevolent force that now 
animates them manifests in their glowing red eves. One 
of a Banedead f s hands is always twisted into a hideous 
daw. 


Combat: From their origin as fanatics, Banedead go oul of 
their wav to attack priests and paladins before all others. Any 
attempt by priests or paladins to turn Banedead makes them 
the target of choice. Banedead also seem to have a remnant 
memory or unearthly knowledge of religious symbols, and they 
concentrate upon priests or paladins displaying such symbols. 

If there is more than one priest among available targets, a priest 
of a good-aligned deitv takes precedence. However, Banedead 
attack priests displaying the symbol of the rogue god Cyric to 
the exclusion of anyone else in a group. 

Banedead attack with sharp fangs that cause Hi6 points of 
damage, and one clawed hand that causes 2d6 points of dam¬ 
age, Despite the fact that Banedead have two hands, only the 
twisted one is used for attack, symbolizing the black hand of 
Bane. 

The touch of a Banedead (bite or daw) drains 2 points of 
Dexterity from the victim. Anyone whose Dexterity readies n 
in this way is paralyzed for one turn. Lost Dexterity' is 
regained at the rate of 1 point per turn. 

Banedead are immune to sfecp, Wftfrw. and hold spells, as 
well as all illusions and poisons- They can be hit only by magi¬ 
cal weapons of +1 or greater enchantment 

Banedead retain much of their mortal cunning. They use 
tactics and teamwork, much more so than mosl undead. 

Banedead are turned ns wraiths. Fvi! or neutral priests can¬ 
not attempt 1o control them, rather than turn them (except in 
the circumstances detailed below). 


Habitat/Society; Banedead derive their power from the Negative 
Energy Plane and from the clerical power of the ritual that creat¬ 
ed them. Banedead are usually found in the service of a specialty 
priest of either Bane or Xvim (the alleged Godson of Bane), or a 


Ecology: 

Banedead are cre¬ 
ated by a special 
ritual that requires 
at least 12 wor¬ 
shipers (to be 
turned into 
Banedead), at least 
24 more living wor¬ 
shipers (to offer 
prayers), and a priest of Bane 
or Xvim of at least 12th level (to preside over 
the ritual). The ritual must be held in a place that is consecrat¬ 
ed to either Bane or Xvim. People who are to become 
Banedead (called the Promised Ones) must come forward vol¬ 
untarily. Rumors of innocent folks captured by cultists and 
forcibly transformed into Banedead are patently false. At the 
end of the ritual, the new Banedead are placed under the con¬ 
trol of their new master, the presiding priest. 

The control that the master has over the Banedead can be 
broken only by another priest successfully turning them. Once 
this is done, the priest who originally controlled the them must 
try to regain control bv making a turning attempt. A priest who 
fails this roll can keep trying, once per round, A priest who 
controls Banedead can maintain control over the undead or 
bestow the control of that particular group of undead to a wiz¬ 
ard who worships Bane or Xvim. 

A wizard who loses control of Banedead would do well to flee. 
Banedead hate being subordinate to wizards, as the secular nature 
of wizard!y magical power offends their fanatical leanings. 

Banedead (also called the dinvek’it dead of Bane) are a form of 
undead that surfaced after the time of Troubles in the Moonsea 
region, especially in arid around Zhentil Keep Some scholars are 
still trving to discern how a new breed, of undead could be 
formed by a deity who is supposed to have been destroyed. A 
few sages believe that it is not Bane at all, but rather Xvim, who 
has introduced this new horror. These sages speculate that the 
spirits of the Promised Ones are in fact shunted into Xv im some¬ 
how to nourish him, building his power so that he can eventual¬ 
ly fill the void left by his father's death. 
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Banelich 


CL1M ATE/TER RAIN; 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Any 

Very rare 
Solitary 
Any 
Nil 

Supra-genius (19-20) 
R (A, S, Z) 

Lawful evil 


NO, APPEARING: 

ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAM AGE/ ATTACK: 
SPECIAL ATTACKS: 

SPECIAL DEFENSES: 


MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


i 

0 

9 

17+ 

5 

1 

IdlO 

Priest spells, hopelessness touch, 
cold fire missiles, see below 
^2 or better magical weapon to hit, 
fear dura, spell immunities, 
immune to poison, see below 
25% 

M (5'-6’ tall) 

Fanatic (17-18) 

22,00(1 + 1,000 per HD over 17 


Ban cliches are gaunt skeletal, rotting humanoid forms with black 
eye sockets in which bum red pin points of light. They dress in ele 
gant but decaying clerical ceremonial robes and wear Bane's holy 
symbol (the black hand of Banc) prominently. 


Combat: Banelich es were clerics of at least 17th-Ievel before they 
were transformed, and several were 20th level or higher. Bane 
grants a Banditti's spells each day Tire spells still require verbal 
and somatic components, but material components are no longer 
needed. Spells cast by a Banelich take the normal amount of time 
to cast. Bandiches may use any magical items normally usable 
by clerics of their alignment. 

A Banelich radiates an aura of fear. Creatures with fewer than 5 
Hit Dice or levels that see one will flee in terror for 5d4 rounds. 
Creatures with 5 or more flit Dice or levels that make a success¬ 
ful saving throw vs, spell are unaffected, 

Bandiches are also able to produce blue-green negative energv 
coldfire missiles that inflict 3dl0 points of freezing damage each. Even 
beings normally immune to cold damage (due to their nature or a 
magical item or effect) suffer half damage. Bandiches can throw up 
to two balls of this eoldftre per round, to a range of 60 yards. 

The touch of a Banelich causes IdlO points of unearl lily cold 
damage and forces the victim to make a successful saving throw 
vs. spell, or suffer from complete hopvh’ssm^s as described in the 
4th4evel wizard spell emotion. 

Bandiches can be hit only by magical weapons of +2 or greater 
enchantment. These ancient creatures am also immune to the fol¬ 
lowing spells and spell types: charm, sleep, vnfeehknmiL pttiymorpft, 
cold, electricity, insanity and death. Bandiches are immune to all 
typos of poisons and are not affected tn arty way by sunlight. Holy 
water from a lawful good temple of Lathander inflicts IdlO points 
of damage per vial to them; any other holy water causes only Idti 
points of damage. They cannot be turned while in their lairs or in 
areas dedicated to the worship of Bane, When outside their lairs, 
they are Lumcd as special undead. 

The destruction of a Banelich centers on the eradication of the 
Itch's phy lactery. Destroying a Banelich's phylactery kills it 
immediately. If tile phylactery is not found, a destroyed Banelich 
will reform in 2dl0 days at the site of die phylactery. The one 
who destroys a Banelich's phylactery and anyone else within 10 
feet must make a successful saving throw vs. death magic at -1 
or be struck dead by an incredible negative energy explosion 
generated by its destruction. 





Habitai/Sodety: 

In ancient times, 
Bandiches used 
their remarkable 
powers to spread 
the word of Sane 
across Faerun and defend 
the god's faithful. They 
were supposed to serve 
as ultimate guardians 
of the faith. When 
Bane, the God of 
Strife, first estab¬ 
lished his church 
long ago, 
those who 
worshiped 
him were 
hounded to 
their deaths 
by the forces 
of good unkss 
they gathered 
in significant 
numbers. Tired 
of his faithful 
becoming victims, 



every 30-60 years Bane chose tile most powerful priest within the 
ranks of his clerics and revealed to him or her a foul rite that 
would transform the caster, through force of faith, strength of will, 
and Banc's divine hand, into a powerful, immortal form—a lich of 
Bane, or Banelich. 

As a Banelich grows older, its power increases. For every 100 
years of existence, the creature gains one level of clerical experience 
(in regard to spells), 5% greater magic resistance, and one of the spe¬ 
cial abilities detailed below, Other abilities mav be gained after 400 
years, but they have been undocumented by sages. 

Painwradc Any living creature that makes eve contact with the 
Banelich suffers 2dlG points of damage from severe, m usd e-wrench¬ 
ing pain unless a successful saving throw vs. spell is made. The 
Banelich uses this gaze attack at will, in addition to other attacks. 

Voice of Makficmcc: Failure of a saving throw vs, spell by a vic¬ 
tim to whom the Banelich talks for one turn results in a sleepy 
trance wherein the victim reveals any secrets known to him or 
her. Tlie saving throw can be rerolled every six turns. Each con¬ 
secutive hour the Banelich talks to the victim, a -1 penalty is 
applied to subsequent saving rolls. 

Grasp of Death: The touch of the Banelich kilts instantly unless the 
target successfully saves vs, death magic. A person so killed can be 
resurrected only by a priest of gixxi alignment and not fay magical 
items. The Banelich can use tins power once a day. When it is active, 
a nimbus of coruscating black flame surrounds the lich's hands. 


Ecology: Many Baneltdies were worshiped as demipowers and 
w ere referred to as the "Mouths of Bane" b\ any who came into con¬ 
tact with them. I Iowever, once the follow ers of the g<xxi Faerimian 
deities, especially I -athanderians, learned of the existence of a 
Banelich* they gathered in force to destroy it before the creature's 
power lx?came too great. As a further problem, each Banelich consid¬ 
ered himself or herself to be the natural leader of the church, and 
w as reluctant to relinquish temporal power to a living High 
Impereeptor. This caused grave internal problems within the church 
Consequently, Bane was not entirely satisfied with his Bandiches 
and chose not to reveal the dark ritual to any of his priesthood after 
1010 DR (Dale Reckoning)* Before this date, records have revealed 
sign* of at least 35 bandiches coming into existence, and the destruc¬ 
tion of only 10 have been documented. 
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Bat, Bonebat 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 

DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 

Any land 

Rare 

Flock 

Any 

Nil 

Low (5-7) 

Nil (unless a guardian) 

Neutral evil 

NO. APPEARING: 

2-8 

ARMOR CLASS: 

7 

MOVEMENT: 

3, FI 18 (C) 

KIT DICE: 

4 

THACO: 

17 

NO. OF ATTACKS: 

1 

DAMACE/ATTACK: 

2d 4 

SPECIAL ATTACKS: 

Paralysis (ldfn-2 rounds) 

SPECIAL DEFENSES: 

Never surprised, half damage from 
edged and piercing weapons, 
immune to paralysis, charm t steep 
and hold 

MAGIC RESISTANCE: 

Nil 

SIZE: 

M (5-6 r ) 

MORALE: 

Special 

XP VALUE: 

973 

Battlchat 

1,400 


Bonebats are undead bats that serve as messengers, guardians, 
and battle allies Lo evil priests and wizards and to powerful 
undead (such as Itches, archliches, and vampires). They 
appear as skeletal giant bats with dark, empty eye sockets and 
attack in eerie silence, never emitting cries. Some (known as 
tatf possess strange skeletal appendages. 

Combat: Bonebats have 120-foot infravision, and can see invis¬ 
ible creatures and objects within 60 feet. They never sleep and 
are never surprised. 

Bonebats have a chilling bite that inflicts 2d4 lilt points of dam¬ 
age upon all creatures except other undead, who suffer only its 
1d3 points of physical damage, A bonebats bite also paralyzes all 
living creatures except elves for 3 db+2 rounds, unless a successful 
saving throw vs. paralyzation is made, Bonebats themselves are 
immune to all forms of paralysis. 

Bonebats always attack fearlessly, only withdrawing when 
brought to 3 hit points or less. They will fight to their destruc¬ 
tion if ordered to do so by their creator or undead master 

Bonebats are immune to steep, charm, and hold spells. They 
can be mentally controlled only by their creator or A powerful 
undead creature- Once one being controls a bonebat, no other 
being can ever control it—even if the controlling being is slain 
or absent. Typical commands are simple—attack (specified tar¬ 
get), cease, come, stay, wail (place), and fetch (specified 
object)—but obedience is absolute. 

Like skeletons, bonebats suffer normal damage from tire 
and blunt weapons, but only half damage from piercing or 
edged weapons. 1 loly water has no effect on bonebats. They 
are turned as ghouls. 

Habitat/Society: Bonebats are most frequently encountered in 
the lairs of their masters —ruins, caverns, tombs, or evil tem¬ 
ples They prefer darkness, but light does not harm them. 
Bonebats may be encountered anywhere if their creator sends 
them forth or is slain. 

Requiring no food or water, bonebats am often shut into clos¬ 
ets, coffins, or chests to serve as guardians, attacking thieves 
and other beings who open or enter their hiding place 



Bonebats can carry single objects weighing up to three 
pounds, on which they can gel a good grip. They often fetch 
keys, wands, and the like for their masters Bonebats cannot 
trigger magical items, but are sometimes fitted v llh wired-on 
protective devices to strengthen them as guardians. 

Ecology: Bonebats are not thought to occur naturally bul the 
secrets of their making have been known in the Realms for a 
very long time, and many have gone feral. Bonebats slay liv¬ 
ing bats whenever they encounter them. 

Bonebats seem to enjoy killing. Indeed, if uncontrolled, they 
will from time to time go on killing flights. During such 
flights, they w ill light all creatures of their own size or smaller 
that they encounter until they have killed a I least twice, 
Bonebats never fight other bonebats. 

Bonebats are usually constructed by evil priests and wizards 
working together. An intact giant bat skeleton, or a skeleton 
assembled from the bones of several bats, is required. A spell 
known as Nulatlhv's mnemeit is cast on the skeleton. In the case of 
a bonebat, this spell Links the skeletal wing bones with an invisi¬ 
ble membrane of force to allow" flight FI\j, detect mvisibUify, 
mfmvimn. and animate dead spells complete the process. Further 
spells may be necessary to train the bonebat to serve as an obedi¬ 
ent aide, but the spells listed here must be cast within two rounds 
of each other, and in the order given, or die process will fail. 

Battlebat 

Battlebats are bonebats onto which other bones—-usually 
claws, talons, stings, or spurs—have been grafted. 

Battlebats are in at! regards identical to bonebats except that 
they have one additional Hit Die, are Armor Class H, have two 
or three additional attacks (typically 1d2 points of damage 
from daw rakes or ld4+l points of damage from sting jabs— 
either of these might be temporarily tipped with poison by the 
battlebat's controller). They By at rate of 15 {Class D) and are 
turned as wights. 
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Beetle 


CLIMATE/TERRAIN; 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET; 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 

Deathwatch 

Temperate forest 
Very rare 

Solitary 

Any 

Carnivore 

Animal (1) 

Nil 

Neutral 

Slicer 

Temperate forest 
Rare 

Solitary 

Any 

Carnivore 

Non- (0) 

See below 

Neutral 

Stink 

Temperate fore 
Rare 

Solitary 

Any 

Carnivore 
Non- CO} 

Nil 

Neutral 

MO. APPEARING: 

\ 

1-3 

1-3 

ARMOR CLASS: 

3 

3 

5 

MOVEMENT: 

12 

6 

3 

HIT DICE: 

9 

6 

3+1 

THAC0: 

11 

15 

17 

NO. OF ATTACKS: 

1 

l 

1 

DAMAGE/ATTACK: 

3d4 

2dS 

ld6 

SPECIAL ATTACKS: 

Death rattle 

Dismemberment 

Stink 

SPECIAL DEFENSES: 

Camouflage 

Nil 

Nil 

MAGIC RESISTANCE: 

Nil 

Nil 

Nil 

SIZE: 

M (T long) 

S (3' long) 

S (3' long) 

MORALE; 

Elite (13-14) 

Elite (13-14) 

Steady (11-12) 

XP VALUE: 

2,oon 

420 

t20 


Death Watch Beetle 

Death watch beetles are jet black in color, except for a single 
patch of white (on the back of their carapaces) that resembles a 
human skull. 


The wings of the death watch 
beetle are highly valued by skilled 
armorers, who can fashion them 
into very effective shields, If an 
expert armorer Is provided with 
both of a death watch beetle's 
wings, he can manufacture the 
equivalent of a hod if shield +2 
(although it is not actually 
enchanted). 


Slicer Beetle 

Sheer beetles are distant relatives of 
death watch beetles. Over the 
course of time, they have lost all 
traces of their wings and now Itxik 
much like six-legged centipedes, 
Their bodies have developed a 
hardened exoskelekm that is more 
than adequate protection in com¬ 
bat, Otherwise, the slicer beetle is 
quite similar in many respects to 
the stag beetle (see the MONSTROUS 
jVLwmj ). It is generally black or 
very dark gray in color. Hie sheer beetle's hearing and eyesight 
are poor, but it will attack anything il identifies as prey, or any¬ 
thing that attacks it. 


Combat; The death watch beetle is feared more than any other 
giant beetle for two reasons. T he first is its cunning ability to 
disguise itself. When a death watch beetle finds a place to 
hunt, it gathers items from the area I mainly earth, fallen 
branches, and the tike). As it acquires these things, it uses a 
natural form of cement created with its saliva and soil to affix 
them to its back. When it finishes this process, it is well cam¬ 
ouflaged and can lie in wait for hours until prey passes near. 
When the death watch beetle makes its attack, its opponents 
suffer a -2 penalty to their surprise rolls. 

Far more deadly than the death watch beetle's ability' to sur¬ 
prise its foes, however, is its death rattle (a deadly sonic vibra¬ 
tion). When the creature is in combat, it vibrates its carapace 
very rapidly, setting up an unusual clicking sound that resem¬ 
bles a gong. Victims are unlikely (only a 10% chance) to locate 
the beetle by this sound alone. This noise is very destructive at 
close range. One round after the beetle begins to make its rat- 
lie, anyone within 30 feet must roll a successful saving throw 
vs. death magic or be instantly slain. Those who succeed suffer 
5d4 points of damage, as well as muscle pains and tingling 
sensations in their limbs for several hours after the battle. The 
creation of the death rattle is very tiring to the creature, requir¬ 
ing it to rest tor 1d4+l hours before it can produce the horrible 
noise again. 

Hahitat/Sodety: The death watch beetle is a solitary creature 
that lives in the temperate woodlands of the world. It does not 
particularly enjoy wetlands, but can be found there on occa¬ 
sion. Overall, the death watch beetle lives a nomadic life. II 
stops in one location only long enough to hunt and then 
moves on. In fact, the beetle will abandon a selected hunting 
location after 4d4 hours If there is no sign of prey in the area. 

Ecologyr While other beetles fulfill many rules in the natural sys¬ 
tem, the death watch beetle is first and foremost a powerful 
hunter. It is high on the food chain, as few animals or monsters 
are capable of engaging it in combat with any hope of victory, 


Combat; The mandibles of the slicer beetle are highly danger¬ 
ous because of their powerful muscles and keen edges. When 
in combat any natural attack roll of 19 nr 20 indicates that the 
slicer beetle has nipped oft an adversary's limb. 

If the slicer beetle is engaged m any combat that seems to be 
going against it, the creature will grab up any limbs it has man¬ 
aged to sever and hurry away, hoping to evade its attackers. 

HabilaftSociety; The slicer beetle's lair contains many bones 
and 1-6 types of normal weaponry S he lair is 25% likely to 
have one or mow magical weapons and 10% likely to have 
magical boots. It may also have such sliceable items as 
gauntlets and rings Items normally found in pairs, such as 
gauntlets and boots, are only 5% likely to be an intact set; 
other apparently matched pairs will test normally but have 
unpredictable results at awkward times: a gauntlet of dexterity 
may attempt picking pockets with a 50% success chance, a lhH)t 
of elvenkind might go up on tip-toe, and so on. 

Ecology; Like the stag beetle* the slicer beetle will often raid 
cultivated lands. However, instead of stripping wood and 
grain, the slicer beetle seeks the flesh of livestock* peasants, 
and any other creature unfortunate enough to gel in its way 

Stink Beetle 

The stink beetle is a dead ringer for ihe sheer beetle in appear¬ 
ance and behavior. However, its exoskeleton is not as hard* and 
il has no deadly special attack. When slain, the stink beetle dis¬ 
charges a noxious fluid from between its mandibles, soaking 
anything in front of il within 10 feet. The stench is awful, but 
harmless, though if doubles the chance of attracting other 
predators until it wears off—about 8 hours. This time can be 
reduced to as little as 1 hour if vigorous cleansing activity or 
cleansing magic of up to 3rd level is employed. For example, a 
wizard using cantrip for a full hour could completely scrub the 
stench from an affected comrade. 
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CLIMATE/TERRAIN: 
FREQUENCY; 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET; 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Desert (Athas: Tab I elands) 

Uncommon 

Tribe 

Any 

Omnivore 
Average (B-LO) 

M (I) 

Lawful evil 


NO. APPEARING; 
ARMOR CLASS; 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 

DA MAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 

PSIONIC5 SUMMARY: 


Pi ayth's Option: 


4-10 (2d4+2) 

7 

12 

5 

IS 

2 or 1 

3d4+2/ld4+2 or by weapon 
Psiortics, Constitution drain 
Fsiunics 
Nil 

M (6 F tall) 

Average (EL-10) 

L40C) 

Dis 2/Sd 2/Dev 7; PS 12; PSPs 35 
Att: EVV, PB; Def: MBk, TS 
#A1 1; MTHAC0 1.8; MAC? 


Fsychometabolism: Devotion* —cattail, cause decay, flesh armor. 


Telepathy Sciences — domination* psionte blast (mindimk); 
Devotion* — attraction, ego whip (inflict pain), mind blank (invisi- 
bilttv), thought shield (psychic drain). 

Note: In Dark Sun campaigns, the Plwers Option material 
(printed in the second color) is used. The parenthetical powers 
replace the ps ionic attacks and defenses to which the monster lias 
free access. 


At first sight, a beigoi of Athas appears to be human. An obser¬ 
vant traveler then notices the longs claws that extend from its 
fingers, its puckered, toothless mouth, and its webbed, three¬ 
toed feet. A beigoi is a member of a race of ignorant demihu- 
rininsr who dwell in the most forlorn wastes. With its taste for the 
flesh of intelligent races and a gleeful exuberance to inflict pain, 
no wonder that the sorcerer-kings and other rulers of the 
Tablelands don't tolerate a beigoi tribe's presence within five- 
day's travel of thek domains 

the beigoi speak a crude language that bears only the most 
rudimentary resemblance to the common language of the 
Tablelands. Some beigoi leaders have also learned the common 
tongue, though few' civilized people willingly get close enough 
to engage in conversation, 

Combat: Beigoi attack bv sneaking up on a caravan camp and 
selecting a plump, meat) target T he beigoi cam small bells made 
from the bones of then own dead by the tribe s shaman. These bells 
have a psionic enchantment that the beigoi (and only the beigoi) can 
employ. The sound of the bel l can shatter the target's mental defens¬ 
es and open his mind to psionk“ contact To use the bell, the beigoi 
must be looking at the intended victim and within 500 feet of him. 
When the bell rings, the target must make a saving throw vs, dealh 
magic with a -2 penalty, li successful, the target ignores the sound 
of the bell and can't be affected by it for 12 hours. Failure means the 
target's mental defensets collapse and the beigoi can attempt to use 
a psionie power. The belgoi s powers of choice are domintHion 
(which it uses to take control of the target to force him to leave the 
camp) and fit traction (which it uses to lure the target into die dark- 
ness beyond the camp). If the target fails the saving throw, only he 
C&n hear Ihe bell. If he succeeds, the bells ringing can be heard by 
everyone in the camp (but it has no magical effect in this case), 



Once the target is lured from camp, the beigoi caresses him. 
For every round that the beigoi touches the target the target 
loses Idb points of Constitution. The loss is temporary; lost 
Constitution points return after ld4 turns. White reduced, 
though, the target loses all Constitution bonuses. When the tar¬ 
get's Constitution drops to 0, he falls unconscious. That's when 
die beigoi shirts to feed. 

[f forced to fight, a beigoi can strike twice in a round with its 
wicked claws, inflicting 1J4+2 points of damage with each hit. 
When hit, a victim must make a saving throw' vs, poison or lost 
ld6 points of Constitution as described above. Some beigoi also 
employ weapons they have taken from victims. 

II a battle goes against the beigoi, they withdraw to gather rein¬ 
forcements from their own tribe or other beigoi tribes in the vicini¬ 
ty. They return with these reinforcements within ldb+2 hours to 
resume the battle. Such battles can go on for days on end. The only 
way to prevent this is to kill every' beigoi before they can escape. 


Habitat/Society: Beigoi live in huge tribes and operate as raiders. 
These tribes make their homes m the most forlorn parts of the 
desert, but they travel across the Tablelands in their unending 
search for food, Beigoi tribes harass trade routes, villages, and any 
groups of poorly defended people they can find. 

Small scouting parties of four to ten individuals hunt for prey. 
When they encounter travelers or a small cam p> they attack to secure 
their own meals* Then they call the rest of the tribe to share tire left¬ 
overs. Though they prefer the flesh of the intelligent races, beigoi will 
eat animals, plants, and even monsters if they get hungry enough. 

Ecology: Beigoi leave the land behind them desolate and barren, 
stripping it of ail animal and vegetable life. They are second only 
to the foulest defilers in the level of destruction they inflict on 
the world. 
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Bladeling 


CUMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY' CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


NO* APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THAO: 

NO. OF ATTACKS: 
DAM AG E/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE; 

XT VALUE: 


Acheron 

Rare 

Theocracy 
Nocturnal 
Omnivore 
Average (8-10) 

K M (individual); D (group) 
Lawful evil (neutral) 


2-20 

2 

L2 

2 to 11 
19 to 9 
2 or 1 

IdS/Id 6 or by weapon 
Razor storm 
See below 

10 % 

M (6 f tall) 

Elite (13) 

Varies (120 to 3,000) 


R1 addings were once rumored Eo be tie flings, the spawn of 
fiends and humanoids. Unlike the other castoffs of the Lower 
Planes, however, blade lings are a distinct race unto themselves, 
Human-shaped, the av erage bladeling stands about b feet to IT. 
The resemblance to humankind ends there. Bladeling eyes glow 
like translucent chips of glacial ice tinged with purple* Skin and 
bones protrude m the form of sharp blades of wood and ice and 
steel, jutting out at all angles; bladeling* have no soft flesh. 

They have blood the color and consistency of oil. 

Combat; Bladeling* are quick to leap into a tray. When enter¬ 
ing combat, a bladeling wades in hands first. Striking twice 
with its metal-encrusted fists, the creature inflicts ld6 points of 
damage with each successful attack, t hen again, a bladeling 
might instead wield a weapon of nearly any tvpe Some 
Madelines are truly brave. These attack the wielders of the 
weapons most dangerous to other bladeling* first, trying to 
get a measure of their enemy. 

Biddings are entirely immune to rusting, add, corrosive 
attacks of alt types, and normal piercing missiles or bladed 
weapons. Bladeling* are magical beings; their bodies—com¬ 
posed of elements stronger than mere flesh—are resistant to 
some types of magk They take only half damage from cold- and 
l ire-based spells. There's not a whole lot that can hurt them— 
and they press that advantage. Magical or bludgeoning weapons 
inflict lull damage against them Other spells affecting metal will 
work normally on a bladeling; the heat me tut spell, however, 
causes double damage. Other heat-based spells, unless specifi¬ 
cally designed to work on metal, do nothing* 

Once per week* a bladeling can create a razor alarm. The 
creature explodes a piece of its outer skin, sending a 5-toot 
wide hail of blades up to 15 feet forward t he shrapnel attack 
causes 3d 12 points of damage to any within the blast area, 
though I he victims can save vs* breath weapon for half dam¬ 
age* The drawback to this attack is that it weakens the bladel¬ 
ing s natural armor, reducing it from 2 to 6 in the frontal torso, 
Any attacks striking this area inflict double damage upon the 
bladeling; fire- and cold-based spells inflict normal damage if 
directed at this weak spot. In addition, the bladetmg's magic 
resistance tails to 5% until the bladeling has regenerated the 
lost blades (typically ld4 days later)* 



HaMPKMfciety: Not much is known about theWadelings, for 
they dWourage any investigation into Sheer lives—harshly They 
oreSrigtily superstitious, and most are exceedingly xenophobic. 
Though they are courteous to strangers encountered outside their 
home* they tend to administer swift death to those who invade 
their territory. Bladeling* can become conjurers, priests, or fight¬ 
ers* Female bladeling* may become fighter/priestesses* while 
males may become tighter /wizard (conjurer) specialists, 

Certain Madelines have the ability to call on their unknown 
gods. These bladeling*, usually (but not always.) female, can 
achieve 10th level as priestesses. They are Lhe rulers of Wade- 
ling society, guiding it as they see fit 

The bladeling* live in Ocunthus, the fourth layer of Acheron, 
amidst the whirling blades of ice and iron. Their city. Zoronor, 
lies in the Blood Forest* This pulpy mass of wood (and other less 
savory, unidentifiable material) protects the residents from the 
whirling blades that are the main feature of this layer 
Zoronor is the only known bladeling city. Here, bladeling* obey 
their priest-king fanatically having followed his tenets and gained 
some measure of security, which they will defend with their lives. 
Tile city itself yields little except assassins and travelers. 


Ecology: Life in Ocanthus is difficult at best For this reason, 
bladeling* learn to trust in their neighbors and to protect them 
as well Though they are prone to internal strife and their 
priests and priestesses in particular are prey to politics (some¬ 
times to the extent of embroiling parts of the city in their 
maneuvers), bladeling* pull together quickly w hen faced with 
outside threats. 

Though not originally from Acheron, b lad dings have estab¬ 
lished themselves on the plane and are now considered native. 
They were nearly wiped out in the first years after their arrival. 
Rust dragons inhabiting the plane destroyed large numbers of 
bladeling* with Iheir corrosive breath weapons Through magi¬ 
cal experimentation, however, bladeling* finally developed a 
resistance to rust of any sort. 
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Braxat 


CLIMATE/TERRAIN: 

FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 

DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 

Mountains (Athas: Tablelands, 
Hinterlands, mountains) 

Rare 

Solitary 

Night 

Carnivore 

High (13—14} 

R, V 

Neutral evil 

NO. APPEARING: 

3 or 2 

ARMOR CLASS: 

0 

MOVEMENT: 

15 

HIT DICE: 

10 

THACflr 

n 

NO. OF ATTACKS: 

1 

DAM AGE/ ATTACK: 

By weapon +6 

SPECIAL ATTACKS: 

Psionics, breath weapon 

SPECIAL DEFENSES: 

Psionks, hit only by magical or 
metal weapons 

MAGIC RESISTANCE: 

Nil 

SIZE: 

H (15' tall) 

MORALE: 

Fanatic (IS) 

XP VALUE: 

7,000 

PSIONiCS SUMMARY: 

Dis 2/Set 3/Dev 10; PS 15; PSPs 
Att: MX PB, PsC; Def: IF, MBk, 1 

PlAYVJt's Omox: 

#AT T; MT1 fACfl lb: MAC 5 


Flie braxat uses its psionic abilities to best advantage, tele- 
pathically weakening foes and employing psychoportive pow¬ 
ers to avoid injury and confuse its prev After its psionic 
attacks, the braxat wades in to engage in physical combat. Its 
weapon of choice is a massive spiked dub that inflicts 2d4 
points of damage (plus its Strength bonus of +6} 

The braxat's breath Weapon is only used as a Iasi resort, for 
this tends to render the prey unfit for consumption. Hie breath 
weapon lakes the form of a cone of acid that is one-foot in 
diameter at its base and extends for 10 feet. At Its farthest 
point, the cone has a five-foot diameter Anything touched bv 
the acid suffers 2dl0 points of damage, those who make a 
successful saving throw vs. breath weapon take half damage. 

The heavy shells and thick hide of a braxat make it immune to 
damage from weapons that aren't enchanted or made of steel. All 
other weapons bounce harmlessly oft its hide, though a strong 
attack from such a weapon might still knock a braxat off its feet. 

Habitat/Society: Braxats are found all across Athas, though 
not in great numbers. They wander the wastes in search of 
prey and to find new ways to indulge their evil tendencies. 
Though solitary in nature (it's said that not even another brax¬ 
at is safe from their evil ways), braxats can rarely be found in 
mated pairs. When a mated pair of braxat is encountered, the 
evil they can accomplish is similarly doubled. If the pair has 
produced young, the young are hidden in a remote cavern 
somewhere within the pair's hunting territory. 



Fsychoportation: Science# —teleport; Devotion* —blink, dimen¬ 
sional door, phase, summon object. 


Telepathy: Semico —psionic blast (mindlink), tower of iron 
will (probe); Delations —awe, contact (invincible foes), intellect 
fortress (inilict pain), mind blank (conceal thoughts), mind 
thrust (ESP), psychic crush (phobia amplifi¬ 
cation). 


Note In Dark Sun campaigns, the Pf hick's 
Qfiion materiai i printed in the second colon is 
used. The parenthetical powers replace the 
psionic attacks and defenses to which the mon¬ 
ster has free access. 


A braxat is a huge, imposing creature that 
appears to be a cross between mammalian and rep¬ 
tilian stock. Thick, articulated shells cover its back 
and shoulders, providing excellent protection against attack. 
Its square, lizardlike head is defended by a crown of three to 
five horny protrusions, A braxat is warm-blotxied and walks 
upright like mosl humanoids, though its great size allows it 
to tower over even the tallest half-giant. 

Highly intelligent and completely evil, a braxat 
terrorizes the wilderness it occupies It speaks a 
mysterious language known only to other 
braxats, but can also articulate its thoughts 
in most human tongues 


Combat: Hunters by nature, a braxat s tactic 
reflect its cunning, intelligence, and evil ten¬ 
dencies. It enjoys the hunt, stalking its prey 
and inspiring as much fear as possible 
before moving in for the kill. The kill isn't 
accomplished by a quick, merciful stroke. 

The braxat enjoys inflicting pain—it likes to 
play w ith its prey before delivering the killing 
blow. 


Ecology: Terrible and greatly feared, braxats usually hunt and 
attack by night. They use the pale 
light of Athas's twin moons to search 
for prey. Braxats will eai anything if 
they're hungry enough, including 
caravan mounts (although not even 
a starving braxat will cal a kank), 
they prefer to stalk intel¬ 
ligent beings, This has 
more to do with the thrill 
and enjoyment they receive 
than with the taste of 
human., dwarf, or elf. 
Braxat shells make 
excellent shields 
(improving AC by 2) 
and armor plates (AC 
2) if properly worked. 
Sometimes these 
great hunters 
become the hunted 
when an elf tribe 
or a band of 
raiders decide to 
harvest braxat 
shells. This dan¬ 
gerous course 
often turns 
deadly as brax¬ 
ats are smart 
enough and 
vicious enough 
to set traps and 
ambushes for even 
the strongest 
hunters. 
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Bunyip 


CUM ATEfTEK RAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


NO* APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACQ: 

NO. OF ATTACKS: 
DAMAGE/ATTACK; 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


Temperate fresh water 

Rare 

Solitary 

Any 

Carnivore 
Animal (1) 

Nil 

Neutral 


t 

5 

12 

5 

15 

1 

!d6 

Roar, sever limb 

Nil 

Nil 

M ($' long) 
Average (10) 

175 


The bunyip is an aquatic animal about six feet long combines 
the physical characteristics of a seal and a shark. Unlike the 
former, however, the bunyip is utterly unable to venture onto 
land. Like a shark* the bunyip breathes by means of gills. Its 
body is covered with shaggy black hair and a long mane* 
which is almost always a dark gray or black in color. 

Although the bunyip is not an inherently evil creature, it is 
very mischievous. Because of its great bulk and powerful jaws, 
a playful bunyip is quite likely to inflict serious injury on 
swimmers and can overturn small boats. 

Combat: The bunyip is able to sense the approach of human 
beings or similar creatures through a latent sense of telepathy. 
When the bunyip notes the presence ■ d such creatures, it may 
(50% chance) decide to confront them. To do so, it lifts its head 
from the water an unleashes a mighty roar which forces all 
characters who are below 4th level to roll successful saving 
throws vs. wand with a -2 penalty or flee from the bunyip in 
panic for 2d4 rounds* 

When the bunyip elects to engage in combat, it bites with 
its powerful jaws, Its sharp, shearing teeth inflict ld6 points 
of damage, and may do more serious damage to a small 
creature. 

A bunyip coming upon a small creature that is swimming or 
struggling in the water (a dwarf, gnome, or hall ling* for exam¬ 
ple) is 80% likely to attack the creature. The attack takes the 
form of a bite that may sever a limb from the victim. It the 
bunyip's attack roll is a natural 20, a limb has been removed 
and swallowed by the bunyip. The DM should determine 
which limb is lost according to the exact situation or in a ran¬ 
dom manner. 

Although the bunyip does not normally attack creatures 
larger than a dwarf or ha3fling, there are exceptions. If the 
bunyip were attacked, for example, it would certainly defend 
itself it unable to flee* no matter how targe the attacker* 

Like a shark, a bunyip is excited by the smell and taste of 
blood. When a bunyip detects traces of blood in the wafer it 
may (50% chance) enter a feeding frenzy and begin attacking 
anything it comes across. In such cases, the bunyip receives a 
bonus of +2 to its attack rolls. 1 low ever* because the bunyip is 
unable to properly defend itself while in a feeding frenzy, its 
enemies also receive a bonus of +2 on their attack rolls* 



Habitat/Society: 

The bunyip is a 
solitary creature Oral 
spends much of its time 
swimming about, leisurely 
feeding, and occasionally harassing other crea¬ 
tures. Bunyips prefer to dwell in open wafer, such as lakes or 
rivers, but can sometimes be found in swamps and marshes. 

Once each year, a bunyip seeks out a mate and the two trav¬ 
el to the sea. Once they reach salt water, the female undergoes 
slight physiological changes and the actual mating occurs. 
Three months later* she gives birth to a single pup that 
remains with her tor the first two years of its life. Shortly after 
the pup is bom, the father leaves, returning to Ids former 
home to await the next mating season. 

When the pup is old enough, the mother turns it out and, 
like the father, returns to her former home* At this point, the 
pup has only 5 Hit Dice and its bite causes only 1d4 points of 
damage, In all other ways, however, it is similar to its parents. 

For the next three years, the pup will be too young to mate. 
With the coming of its sixth year, however, it will join the bun- 
yip mating rituals. 


Ecology: The diet of a bunyip is made up primarily of fish and 
other aquatic creatures. From time to time, they have been 
known to lunge at creatures on the edge of the water or at 
low-flying birds and such, hut this Is done only when the local 
food supply is low. 

Although bunyip meat is safe for human consumption, it ts 
unusually oily and rather strong tasting. Thus, they are not 
hunted by most cultures. 

The hide of a bunyip can be made into a rugged leather, but 
this has no special qualities to set it above other animals that 
are easier to hunt. As a result, Lhe bunyip is generalIv free 
from molestation by trappers, though some few arc caught by 
accident. Far more common—and much more of a nuisance— 
is a bimyip who develops the habits of springing traps or 
stealing from them other animals that have been taughl 
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Burbur 


CL1MATE/T ERR AIN; 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


An v land 
Rare 
Solitary 
Any 

Slimes, molds, mosses 
Animal (I) 

NR 

Neutral 


NO. APPEARING: 

1-4 

ARMOR CLASS: 

9 

MOVEMENT: 

12 

HIT DICE: 

1-1 

THACO: 

2d 

NO. OF ATTACKS: 

1 (stimes, molds, and mosses univ) 

DAM AGE/ATTACK: 

2d4 

SPECIAL ATTACKS; 

Nil 

SPECIAL DEFENSES: 

Immunities 

MAGIC RESISTANCE: 

Nil 


inedible. A burbur is affected normally by oozes, jellies, poiso¬ 
nous vapors, and other creatures, as well as by spell attacks, 

Habitat/Socifity: Burburs wander constantly in search of Food. 
Although the\ are normally found alone, they have been 
known to gather in groups of as many as four Individuals to 
teed on a single slime, mold, or moss. 

Burburs often build small lairs that they visit from time to 
time to rest and recover from injuries. As a rule, these are 
located in oul-of-the-Wfty places and, as often as not, ate pro¬ 
tected by some creature to which the burbur is immune. For 
example, it is not uncommon tor a burbur to seek refuge in he 
midst of a yellow musk creeper's coils. 

Once each year, usually in the spring, a burbur will begin to 
swell in size At Ibis point it develops a bulge at the end of its 
tail, which forms into a second head. As the second head 
forms, a pair of forelegs begins to grow out from the body. 
Shortly thereafter, the burbur splits in half to form two sepa¬ 
rate creatures. 



SIZE: 
MORALE: 
XP VALUE: 


T (6" to I' long) 
Unsteady (5-7) 
35 


Burburs are small creatures that look much like 
Worms. They have large, glistening black ey es and a 
sucking tube for a mouth, much like that 
of a mosquito. Just behind the creature s head are a 
pair ut tiny forelegs of considerable dexterity. With 
its forelegs, a burbur can climb, grip, and manipu¬ 
late objects. A burbur that lias just fed will be very 
bloated and somewhat sluggish, 

Burburs are ivory or yellow in color and 
have soft, moist skin. They have a some¬ 
what spicy body odor that has been 
described as smelling like cinnamon. 

Burburs are highly prized creatures 
that consume many varieties of 
slimes, mosses, and molds that might 
otherwise cause considerable harm to 
other creatures. 

Combat; Burburs are gentle and harm 
less creatures as far as the humanoid 
races are concerned. They feed only on 
slimes, molds, or mosses: they are whol¬ 
ly unable to inflict damage on any other 
living thing. 

When it decides to feed, a burbur simply 
crawls out onto the body of the creature il intends 
to consume, extends its feeding tube and begins to 
siphon up its meal. Each round that it feeds, the burbur 
mllicts 2d4 points of damage to the slime, mold, or moss it 
is consuming. Once the burbur has scored a hit against the 
creature it is attempting to ingest it need not roll again unless 
it takes a break in its feeding. A burbur ceases feeding after it 
has drained its victim of hit points equal to thrice its own ini¬ 
tial value. For example, a burbur with 4 hit points will be 
sated after il has inflicted 12 points of damage upon its victim 

A burbur is utterly immune to such creatures as olive or 
green slime, obUviax moss, and brown, yellow, nr russet 
molds. In addition, it finds these creatures to be delicacies 
beyond compare 

The burbur is also unaffected by yellow musk creepers, 
zygoms, and violet fungi, although it finds these creatures 


Ecology: Although a small and defenseless creature like the 
burbur might normally be expected to fall vic¬ 
tim to a wide variety of other 
predators, this is not the 


case, Most animals 
have long ago learned 
that eating a burbur 
can be a painful 
and, often, fatal 
mistake. If the bur¬ 
bur has recently 
fed, most creatures 
that consume it are 
affected as if they had 
come into contact with 
the creature the burbur 
recently fed upon. 

Thus, those animals 
foolish or hungry 
enough to devour a 
burbur have been 
weeded out by natur¬ 
al selection a long 
time ago. 

The burbur is much 
sought after by 
adventurers who find, 
the creatures a usef ul 
ally when they do 
battle against slimes 
and similar horrors. As 
a rule, burburs are 
extremely dtvcile and do 
not attack their keepers or 
stray unless they are underfed. 
In order to keep a burbur content 
so that it does not seek to escape its owner, it 
must be allowed to Ived at least once per day. In the market¬ 
place a captured burbur can be sold for as much as UXX) 
gold pieces 
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Bvanen 


CLIMATE/TERRA IN: 
FREQUENCY; 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Mountain (cliff) 

Very rare 

Tribal 

Nocturnal 

Omnivore 

Very (11-12) 

Nil' 

Neutral good 


NO, APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO* OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 

PS ION ICS SUMMARY: 




.VI2 
4 

6, Sw 12 
3+1 
17 
3 

Id3/ld3/ld4+1 
Secreted ooze 
See below 
Nil 

M (5 # tall) 

Average (S—1.0) 

420 

Dts 2/Sci 3/Dev 10; PS 10; PSPs 40 
Att: EW, U, MT; Def: MB, MEk, TS 
#AT 1; MTHACO 16; MAC 4 


Psychometaboiism: Sciences —animal affinity; 

Dewlhiis —displacement flesh armor, immovability, 

Telepathy: Sciences —domination, mindlirik; Devotions —attrac¬ 
tion, contact (send thoughts), ego whip (sight link), id insinua¬ 
tion inflict pain), mind thrust tsvnaptk static), phobia amplifi¬ 
cation. 

Note: lit Dark Sl\ campaigns, the Pmvtr's Option material (pnr ‘^4 
inti it -cl l m ; i 21 oh vr i is used The parenthetical powers replace the 
phonic attacks and defenses to which the monster has free access. 


Bvanen are a race of intelligent benevolent amphibians that 
dwell in the hot swamplands of Athas. Their appearance is 
somewhat frightening: raised, independently rotating eye tur¬ 
rets, prominent backbone-ridged carapace, chitinous belly- 
plates, impressively clawed forepaws, and a toothy mouth 
from which flicks a tri-forked tongue. Their hesitant distrust¬ 
ful nature often forces them into conflicts they would other¬ 
wise choose to avoid. They have their own language. 

Combat; These amphibians use only their claws and bite, 
never weapons. They are not strong fighters. They do have a 
special attack power, however, which they use to partially 
immobilize their foes. Every bvanen secretes a sticky, quick¬ 
hardening ooze through pores on its skin* This hardened ooze 
provides not only a protective shell around the bvanen, but a 
weapon that can be used to stick to foes on a successful claw 
attack roll instead of inflicting damage. On the round after the 
bvanen attack hits, the foe cannot use the struck body part 
(roll IdSr l—head; 2-3, right arm; 4-3, left arm; 6-B, either leg) 
until a bend bars roll is made (either bv the character or a 
companion—monsters without Strength ratings use a saving 
throw vs. paralysis if larger than man-size, at -2 if man-sized 
or smaller). A lilt to the head indicates that a foe of equal or 
smaller si/e may suffocate as if drowning, A group of bvanen 
can quickly incapacitate an enemy when working together 
This secretion has one other use. It seals the bvaneiVs 
wounds as soon as they are inflicted. Bvanen are therefore 



immune to the effects of swords of pounding and similar magi¬ 
cal weapons that cause bleeding. Further, the ooze and its 
healing abilities effectively reduce all damage taken by 1 point 

Approximately 1 in 6 bvanen possesses the listed ps ionic 
powers. 

Habitat/Society: Bvanen live in partially submerged caves in 
hot swamplands and also in temporary camps. They use their 
hardened secretions to build nests out of wood and plants. 
Bvanen society is divided into two groups caretakers and 
hunter/warriors. 

Caretakers see to the needs of the tribe and the tribe's 
domesticated animals. Every bvanen camp or village has 
domesticated animals—giant fish, giant frogs, giant insects, 
and others. These are used for transport, food, and sometimes 
as guardians. 

The bvanen indicate rank and position within their society 
by a series of scars on their flesh. They have a strict hierarchy; 
each individual has a specific place within the social structure. 
The scar symbols show rank, becoming more intricate as an 
individual rises in the social order. 

Although they are generally a kind and gentle race, the bva¬ 
nen are reclusive and suspicious of strangers, often choosing 
to fight defensively rather than risk letting their guard down 
and trusting a potential enemv. 

Ecology: |L is unknown whether the bvanen are natural crea¬ 
tures or bred from the sorceruus soup of the swamp by a 
forgotten wizard They are ex trembly rare, and might be found 
only in a single area on an entire world They hunt and raise 
animals for food, but they will never knowing!}, eat an intelli¬ 
gent creature. 


IS 




Cat, Great, Snow Tiger 


CL IM ATE/TERR AIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Subarctic to temperate wilderness 

Uncommon 

Solitary 

Day 

Carnivore 
Semi- (2—4) 

Nil 

Neutral 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OE ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1-1 

5 

12 

6+3 

15 

3 

Id6/]d6/ld10 


Rear claws (2d4 each), speed burst 
Never surprised, camouflage 
Nil 


L (7'-Ur long) 
Average C8—10) 
975 


The great snow tiger is a carnivorous beast, native to cold tem¬ 
perate mountains and subarctic brush. Snow tigers are vividly 
portrayed in legends, where they are credited with all manner 
of cunning, intelligence, and ferocity. Though dangerous 
predators and a fierce challenge to hunt, snow tigers are sim¬ 
ply another large predator fighting for survival in cold, harsh 
climates. 

Snow tigers change color with the season as do other sub¬ 
arctic and arctic species. During spring and summer they are 
pale brown, striped with green, In fall the snow tiger's coal 
slowly fades to white and black stripes. 

Combat: Regardless of season, the tiger blends in quite effec¬ 
tively with its surroundings and is treated as a hidden object, 
gaining automatic surprise when attacking from hiding, unless 
other factors intervene, Their keen senses, honed bv their 
harsh environment, prevent them from being surprised. 

When attacking, snow tigers are capable of blinding bursts 
of speed, moving at double rate for ld4 rounds without a 
penalty to attack or damage rolls. 

The snow tiger attacks with a savage bite and raking daws. 
Like other great cats, the snow tiger has large and powerful 
rear daws* If both front claw attacks hit in a single round, the 
tiger automatically rakes with both rear daw s, which rip 
opponents for 2d4 points of damage each, 

Habitai/Societv: Normally solitary, snow tigers may be 
encountered in mated pairs during spring and summer. 

During this period there is a 25% chance that a pail' will have 
i-2 cubs (no combat abilities). Rashemaar hunters sometimes 
take cubs and raise them as pets, training them to hunt. In 
order to be successfully trained, the cub must be less than 
three months old and the trainer must make three successive 
animal training proficiency checks. Only one check may be 
made per week, and if one fails the trainer must start all over 
again. Once a cub is over three months old, it cannot he 
trained and is usually returned to the wild* 



Ecology: A cunning and resourceful predator, snow tigers pre¬ 
fer larger prey such as deer, mountain goats r sheep, and hors¬ 
es, During the depths of winter, snow tigers are sometimes 
reduced to stalking mice, rabbits, foxes, and other small game, 
A tew are Intelligent enough to realize that humans are rela¬ 
tively easy prey, but this is rare, Most snow tigers avoid 
humans and attack only if cornered or starving, 

Snow tigers arc found throughout northern and eastern 
Faerirn, though they are is most common in Rashemen. There, 
berserkers revere its speed, strength, and hunting skill, and 
often try to emulate its appearance and behavior—there is a 
Rashemaar Snow Tiger berserker lodge. 

The Rashemaar admiration for the snow tiger does not pre¬ 
clude hunting the beast; in fact, it is considered a singular 
honor to have taken one single-handedly. Hunting snow tigers 
alone, unarmored, and armed only with a broad sword or a 
bow is a popular sport among Rashemaar nobles. Tales of 
intelligent tigers luring prey to its doom are but tales. 

Cloaks of snow tiger fur are symbols of status among the 
Rashemaar and some barbarian tribes. They are never sold 
and may be worn only by the individual who successfully 
slew that tiger. Individuals who wear cloaks they are not enti¬ 
tled to are usually attacked by Rashemaar who learn their 
secret. 



Chosen One 


CL1MATE/TE RR AIN: 
FREQUENCY* 
ORGANIZATION: 
ACTIVITY CYCLE; 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Any 

Rare 

Band 

Any 

Carnivore 
Low (5-7) 
Nil 

Chaotic evil 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS; 
DAMACE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE; 

MORALE: 

XP VALUE: 


3-30 

7 

12 

3 

17 

3 or 2 

Jd4/Ul4/ld8 (or weapon and Id 8} 

Poison 

Nil 

Nil 

M 


Fanatic (18) 
175 


Chosen ones were once human slaves, but have been turned 
into violent guardians under the control of their creators. The 
process has subjected them to torture and arcane magical pro¬ 
cedures of the worst type. The Red Wizards of Thay are 
known to create these creatures 

Driven by rage, chosen ones seek to avenge themselves 
upon those who caused their pain and suffering, but their 
anger has been redirected by their diabolical creators. In effect, 
each chosen one is compelled to see everyone except its cre¬ 
ator and his companions as the cause of its pain and conse¬ 
quently attacks all others with unstoppable fury. 

The magical spells that create a chosen ones twist his 
appearance into a hideous caricatures of a human; the face 
contorts, teeth elongate* and the skin transforms into a tough, 
leathery protective sheathing. Chosen ones' hands are gnarled 
and stretched, ending in wicked, filthy daws 

Combat: Jf a Red Wizard is compelled or held hostage, a spe¬ 
cial code word can he uttered to compel hie chosen ones to 
attack their creator's captor, 

In battle, chosen ones attack fearlessly, biting with fangs and 
slashing with filthy claws. Some chosen ones are equipped 
with weapons that replace the daw attacks* 

Creatures bitten by a chosen one must make a successful 
saving throw vs, poison or suffer an additional Id8 poinlsof 
damage per round for the next ld6 rounds. 

Chosen ones are not completely reliable. Occasionally, their 
conditioning breaks down and memories of their past lives as 
well as the true cause of their pain flood their heads. Each 
round a chosen one is in combat after the fifth* there is a 1% 
cumulative chance that it goes berserk (for example, the 
chance increases to 5% after 10 rounds). If that happens, the 
chosen one screams horribly and immediately leaves combat, 
mnrung away to find its master and lake revenge as quickly as 
possible, fighting only those who stand in its way* 

Habitat/Society: Chosen ones make effective, if somewhat 
vicious, guards. They are most useful,, and terrifying, when 
released to chase down a trespasser or other miscreant They 
are consumed with white-hut rage against all in Lhoir vicinity 
held back only bv the authority of their creator; and they may 
lash out suddenly if disturbed unless the creator forcefully 
orders them to hold back. 



Elie occasional instability of chosen ones is a price their creators 
am willing to pay for useful slaves. The death of the Red Wizard 
Thamatrak and several of his guests, whose 20 chosen ones unac¬ 
countably went berserk simultaneously during a dinner party, is 
considered an aberration. (On the other hand, several Thayaits have 
speculated that it was the work of one of Thanwrak's enemies, 
who discovered how to circumvent the magical programming). 

Ecology: The Red Wizards use chosen ones as guards for their 
homes or important places such as laboratories, treasure 
vaults, and dungeons. Once created, a chosen one can only be 
restored to humanity by a wish or similar powerful magic. 

Chosen ones occasionally escape into the wild. These nearly 
always terrorize innocents for a time before being hunted 
down and destroyed 

Many Red Wizards foresee the military applications of the 
chosen ones—the creation of legions of chosen ones that can 
be unleashed upon neighboring states without commanders. 
Tire current political tumult in Thay has so far prevented this* 
Of course, the possibility of large numbers of chosen ones 
going berserk and hiking vengeance in Thay may put an end 
to the plan until chosen ones can be more readily stabilized* 


Create Chosen One 
(Alteration) 

Level: 5 
Range: Touch 
Du r a ti on: 1 ns ta n ta neous 
Area of Effect: 1 human 

Only wizards of evil alignment chst this spell. It Consists of a 
series of magical rituals and torments intended to turn a normal 
human (up to 3rd level) into a maddened, murderous creature 
known as a "chosen one." Victims must be bound and helpless 
in order for the spell to work. After the long casting time is 
completed, the victim must save vs. death magic or be trans- 
formed intei a chosen one under tire control of its creator 


Components: V, S, M 
Casting Time: 1 hr. 
Saving Throw; Neg. 


20 














Chronovoid 


CLIM ATE/TERKAIN; 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT; 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


Demiplane of Time 

Common 

Colony 

Any 

Omnivore 

Average (8-9) 

G 

Chaotic neutral 


1-12 

6 

6 

12+i (total) 

9 

1 

2d6 

Absorption 
See below 
40% 

See below 
Average (10] 

9,000 (total), see below 



Chronovolds cannot exist m reality, but they form one of the 
greatest creature hazards to adventurers on Demiplane of 
Time. They axe a common occurrence and are strongly attract¬ 
ed to linear (Prime Material Plane) creatures. A chronovoid 
appears as a blob of gelatinous matter that holds a roughly 
ovoid form. The surface of the chronovoid is an iridescent 
film, not unlike a drop of oil on the surface of water, and its 
internals are a dull gelatin. The size of the creature varies, 
since it is a communal organism and can separate into smaller 
forms. Its largest formation is a huge creature (10-11-foot 
diameter, 12+! HD) which can divide into three large creatures 
(6-7Toot diameter, 4+] HD). After this division, the separate 
entities can divide in half two more times, creating up to six 
medium creatures (5-ftxrt diameter, 2+1 HD) or 12 small crea¬ 
tures (3—1-foot diameter, 1+1 HD). Any combination of these is 
possible, but it takes one round for each division or merging. 

A chronovoid usually travels as three large creatures, so it 
takes only two rounds for maximum division or one round to 
reform as a huge creature. 11 can usually accomplish this 
before entering melee. 

Combat: A chronovoid can sense linear organisms from over 
50 feet away and will immediately move toward them. A 
chronovoid has a v ariety of useful abilities. The first of these is 
the ability to divide into smaller versions. Each separate entity 
is allowed one attack at the original THACO and AC but the 
I fit Dice are according to size. Am chronovoid that divides or 
reforms gets nn attack that round. Combinations can be assem- 
bled, like one large, three mediums, and two smalls. 

The main defense of a chronovoid lies In its gelatinous form. 
Most material passes through it without hurting the bubble at 
all. Nonmagical weapons do no damage, and damage from 
magical weapons and spells depends on the bonus or spell 
level For even +1 that a weapon has, or for every three spell 
levels, only 50% of normal damage is applied to Ihe 
chronovoid. A sword +/ or a lst-3rd-level spell does half danv 
age (including hall of Strength or specialization bonuses), and a 
sumd +3 or 4th-6th-kn’el spell dm* full damage. A +3 weapon 
or 7th-9th spell dues 150% lull damage, and a +4 weapon does 
double damage (again including double Strength and special¬ 
ization bonuses). A chronovoid attacked by magical weapons 
or spells identifies the greatest danger to it and concentrates all 


attacks on that foe until that creature is dead or incapacitated. 

A chronovoid attacks by moving up to a victim and attempt¬ 
ing to envelop It On any successful attack in which a 20 was 
not rolled, the victim manages to pull free Whatever part til 
him entered the bubble, taking only 2dh points of damage 
from advanced decay of living flesh. On a 21), the bubble suc¬ 
ceeds in absorbing the creature. Any absorbed creature can 
inflict damage only on a roll of 19 or 20, and the decay dam¬ 
age increases to 3d'6 hit points per round. The only limit on 
absorption is that the bubble must be of the same size class as 
the creature or bigger. This makes a difference in strategies by 
the chronovoid, since it always maintains at least one portion 
of itself large enough to absorb the intended creature. 

Any part of the chrooovid damaged beyond its hit points 
bursts hi to thousands of drops that drift to the ntvuest lifeline, 
where they remain. A chronovoid can exist and rebuild itself as 
long as at least one small-sized portion gets away, and such a 
portion is usually held off to one side in case tilings go badly. 
Characters gain 750 XP for every I+l Hit Dice of the creature dial 
is slain, with a 1,000 X? bonus if the entire creature is destroyed, 

Habitat/Society: Chronovoid* usually ignore the creatures of 
Demiplane of lime ns they drift around the timestream. They 
do not move around lifelines, except in the event of a tangle, 
but simply let the line pass through them It is common to sec 
a chronavoid with a silver lifeline running through its middle 
as it follows a lifeline up or downstream. Only it a temporal 
creature gets within 1(1 feet of a chronovoid docs Ihe 
chronovoid attack 

Ecology: Chronovoid* may have some kind of relationship 
with tcmpsi/nth (a type of temporal mold that coats lifelines in 
patches In the Demiplane of Time), as a chronovoid does not 
harm ternpsynth as it passes along the lifelines, Chronovoid* 
have no lair, but they do pusses* treasure. Within their gelati¬ 
nous mass, they store the nonorganic matter from creatures 
and beings they have ingested. Till* includes coins, gems, 
metal weapons, and anything magical—though magical items 
with an organic base, such as a staff or leather boots, must 
save vs, add or become useless), Large items are still carried 
by the chronovoid, but pieces of them may stick out. 
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Cildabrin 



CLIMATE/TERRAIN; 
FREQUENCY: 
ORGANIZATION; 
ACTIVITY CYCLE; 
DIET: 

INTELLIGENCE: 
TREASURE TYPE: 
ALIGNMENT: 


Warm subterranean areas 

Very rare 

Solitary 

Any 

Carnivore 

Average (8-10) 

Nil fBorC) 

Neutral evil 


as they retreat. Defeated dldahrin have been known to offer 
treasure to ransom their Lives, 

In melee, a cildabrin attacks with its pincers and stinger. It a 
pineer hits, the creature struck must make a successful bend 
bars check to escape to escape (monsters without Strength rat¬ 
ings use a saving throw vs, paralysis if larger than man-size, at 
-2 if man-stzed or smaller). If the escape roll fails, the victim 
automatically takes 7-12 points of crushing damage (1d6+6) in 
each subsequent round. The victim can attempt to escape once 
per round, until the cildabrin Ls slain, or until the victim loses 
consciousness. The stinger can reach any man-sized or larger 
foe that are in melee with the cildabrin. The stinger injects 
Type O poison (a paralytic poison with an onset Lime of 2d 12 
rounds and a duration of 2d6 hours). 

Perhaps because the cildabrins have tails, they lack a spi¬ 
der's spinnerets. Fortunately, they are a highly magical race 
with several magical abilities to compensate for this weakness. 
The cildabrins can cast web, darkness 15' radius, and silence, 15* 
radius each three times per day and can spider climb at will. 
Also, they are immune to all spells. 


Habitat/Society: Solitary creatures, dldabrins come together 
only to mate. If two cildabrins are encountered in the same 
place, there is doubtless a nest nearby. The nest will contain 10 
to 40 large, purple eggs, and is probably concealed in an area 
of darkness. 

Cildabrins appreciate the value of treasure and often leave 
some visible near their ambush areas in order to attract prey. 
They also use treasure for those occasions when the cildabrin 
wishes to bribe enemies, to buy items it deems valuable, or to 
ransom the safety of items it wishes to protect, such as its 
eggs. Other subterranean races often use this behavior to 
enrich themselves. Overall, this is a highly dangerous prac¬ 
tice, and the cildabrins eat the treasure seekers more often 
than not. 


Ecology; Cildabrins eat any animal 
that they can catch. Once the 
food is caught and para¬ 
lyzed or killed, the 
cildabrin retreats to its 
lair to eat. The lair is 
usually a warm, dark 
cave. Asa cildabrin 
cannot consume 
inorganic material, 
items like armor, 
shields, and weapons 
are stripped from the 
prey and set aside, 
either in a pile in the 
rear of the cave or on the 
cildabrin's "bait piles." 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

BIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 

SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XT VALUE: 


1-2 

5 

15 t Wbl2 
II 
9 

3 

IdI2/Id12/ld6 

Crush, poison, si Lena * * 3 15' radius, 
web, darkness 15 ' radius 
spider climb t immune to webs 
20 % 

M <13 h across, 6 f -lQ' high) 

14 (Elite) 

7,000 


Cildabrins are a race of intelligent spider-scorpions, either 
huge, intelligent spiders with dements of a giant scorpion's 
anatomy, or a race of huge scorpions with ele¬ 
ments of a spider's anatomy. No one knows 
lor certain. Cildabrins never give the same 
answer twice, if they stop trying to eat the 
questioner long enough to answer at all. 

A cildabrim's arachnid body is black and 
furry. The eight eyes are turquoise blue. Its front 
two legs end in scorpion-like pincers, while its 
supple, fur-covered tail has an 8-inch 
stinger at its tip, The subter¬ 
ranean dldabrins have 
exceptional in fra vi¬ 
sion with a 120- 
foot range. 

They seem to be 
able to communi¬ 
cate with spiders 
and scorpions of 
ill I types, and 
some can rasp 
out a clicking 
speech. 


Combat: 

Cildabrins use 
their magical pow¬ 
ers when they 
choose to fight, 
preferring to 
ambush their prey 
from hiding, usually 
from within an area 
of silence. They often 
cast Wtb spells before 
moving into melee, 
and their dfzrkm^s 
spells are usually 
saved to protect them 
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Coffer Corpse 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE; 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Any 

Very rare 
Solitary 
Any 
Nil 

Low (5-7) 
Nil (B) 
Chaotic evil 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

PUT DICE: 

THACO: 

NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 

MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1 

5 

6 
2 

19 

1 


Idb or bv weapon 
Nil 

Hit only by +1 or better magical 

weapons, see below 

Nil 

M(4T w -r tall) 

Average (9) 

6 5 


The coffer Corpse is an undead creature seeking its final rest. It 
is always encountered on the scene of an incomplete death rit¬ 
ual: a stranded funeral barge, unburnt pyre, or so on. Coffer 
corpses look like zombies. They hate life, and will aLtack any 
living humanoid creature that disturbs them, 

Combat: The coffer corpse attacks in combat With whatever 
weapon it was to be buried w ith, inflicting standard damage 
for that weapon- Only about 25% of coffer corpses have 
weapons. If it lias no weapon, lire coffer corpse attacks with iLs 
bare hands, attempting to lock them around the victim's 
throat. If its attack roll succeeds, it has fastened its hands in a 
death grip, inflicting Idb points of damage per round until 
either it is destroyed or its v ictim is killed. Coffer corpses are 
mi usually strong—a Strength of 20 is needed to break free of a 
death grip. 

A coffer corpse struck by a nonmagical weapon for 6 or 
more points of damage will fall to the ground as if dead, 
although no real physical damage occurs. Any creature held in 
a death grip will fall with it, as the grip is not yet broken. After 
one melee round, the coffer corpse will reanimate and contin¬ 
ue to strangle any victim. All those who witness this reanima¬ 
tin n must save vs. spell or flee in terror for rounds. 

Magical weapons inflict damage on a coffer corpse depend¬ 
ing on their type: Bludgeoning weapons (B) inflict full dam¬ 
age, Slashing weapons (S) inflict normal damage, but gain no 
damage bonuses for Strength or enchantment. Piercing 
weapons (P) inflict half normal damage, and do not gain mag¬ 
ical or Strength bonuses. 

As it has no mind, a coffer corpse is immune to all spells of 
the schools of enchantment/charm and ill us ion/phantasm. 

Coffer corpses are turned as wraiths, 

Habitat/Society: As an tin dead creature which seeks only to 
complete its journey from life, the coffer corpse is either soli¬ 
tary or one of a group of restless dead. Its habitat is deter¬ 
mined by the location and type of its burial method. Any trea¬ 
sure found with it will indicate Its station in life—the richer 
and more powerful the coffer corpse was In life, the more trea¬ 
sure it will have in unlife. 



A coffer corpse has one overriding instinctiv e urge: as it was 
denied a complete death, so Others shall be denied life. It is 
bitter over its incomplete death ritual and seeks to take the 
lives of others in revenge, particularly if it can deny its victims 
the release of a death ritual. Thus, when it attacks, the coffer 
corpse will often attack priests first in the hope that no one 
will be left to see to a proper burial for its victims. 

The creature's bitterness can be used to some advantage if 
the means to complete the coffer corpse's death journey can be 
determined. If the unfinished death ritual which binds the cof¬ 
fer corpse to undeath can be completed, the creature will be 
release and effectively destroyed . The DM must decide what 
constitutes the final death ritual in each case. 

Ecology: Coffer corpses have no need for light, air, water, or 
food, Those slaying a humanoid creature ignore the corpse# 
leaving it where it lies. They do not interfere with nonliving 
scavengers—such as ghouls and ghasls—that come to feed on 
the carrion they leave. Otherwise# a coffer corpse will tolerate 
most undead that do not disturb or attack it. They will attempt 
to kill any living creature encountered near their (unfinal) rest¬ 
ing place. Intelligent monsters often realize that a coffer corpse 
can be a useful rear guard if care is taken to avoid its lair. 





Disenchanter 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE 

ALIGNMENT: 


Any 

Very rare 
Solitary 
Any 
Magic 

Average t^-10) 

Nil 

Neutral 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAM AGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 

MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1-2 

5 

12 

5 

15 

1 

Nil 

Drains magic 
Can bo hit only by 
magical weapons 
Nil 

I (5 tall at shoulder) 
Champion (15-16) 
650 


The disenchanter resembles a spindly camel with four [eg* 
and a single hump located on the middle of its hack The crea¬ 
ture's small head rests at the end of a long, flexible neck t he 
beast also has a very flexible snout, like that of an elephant, 
that can reach as far as 5 feet from its head, the creature is a 
pale electric-blue in color. Du* beast is slightly translucent and 
sometimes appears to shimmer. When a disenchanter dies* its 
body shrinks to a small wizened gray lump. 

Much about the disenchanter is a mystery, home of Faerun's 
more educated sages speculate that di sen chanters were creat¬ 
ed centuries ago by the phaeritnm, the sinister creatures that 
live beneath Anauroch, to combat their enemies, such as the 
sham or the humans of NetheriL 

While reasonably intelligent, disenchaniers seldom speak to 
humans or related beings; disenchanter* have their own lan¬ 
guage, and sages assume that only a few ever bother to learn 
other tongues, usually Common or elvish. 

Combat: The disenchanter is a relatively peace hi i creature, but 
is a ravenous eater, Since the disenchanter feeds on magic, 
siphoning enchantment from items or from spell effects, it 
often becomes aggressive when around those who have magi 
ca I t terns- sue It as ad ven t urers 

The disenchanter can detect mi$k in a 120-foot radius. and 
usually moves toward any enchantment it detects. It can tell 
the difference between the relativ e strength of enchantments, 
and prefers to consume the most powerful item; tor instance, a 
disenchanter would choose to attack a hnfg sword +4 instead of 
a shield +2, A disenchanter is also intelligent enough to attack 
easier targets, for example trying to hit a magical shield held 
in a hand, rather than a magical wand in a backpack. Die crea¬ 
ture's snout is, however, very dexterous, and can hit objects in 
somewhat difficult positions (such as a magical dagger in a 
scabbard with only the hi ft showing). 

To hit a magical item, the disenchanter makes a normal 
attack roll. The item’s Armor Class is 10, adjusted by its mag¬ 
ical plus (if any), and bv the Dexterity adjustment of the indi¬ 
vidual carrying it (if any), The DM should also adjust the 
item's AC for cov er: for example, a partially concealed item 
might receive an AC bonus between -2 and -4. while a total¬ 
ly concealed item could not be struck b\ the disenchanter 
These penalties are left mostly to the P\1‘s disc retion. An 



item struck by the disenchants permanently 

drained of its magic. They are intejfijPnf and wary enough 
not to tap the energies of artifacts ahef other magics of the 
highest order. 

A disenchanter t an also disenchant a spell effect. A lasting, 
stationary spell effect is instantly dispelled when touched by 
the disenchanter's nose; such a spell effect has AC 1(1 and 
does not harm the disenchanter If attacked with a spell, the 
disenchanter has a chance to intercept the spell, if the spell 
has a visible effect. Such a spell, like a mtlgic missile, has a 
base AC’ of 5. An area effect spell cannot be intercepted bv 
the disenchanter, unless the spell is targeted directly on the 
creature. 

A disenchanter can he hit only by magical weapons. These 
weapons do not lose their enchantment when they strike the 
beast; only the creature's snout drains magic. 

Elabital/Society: The disenchanter is typically found east of 
Annuroch, mostly around the Sea oi Fallen Stars. The creature 
seems to have some special affinity for the area around what 
was once Sarbreen, the site of present-da> Ravens' Bluff. 
Disenchaliters return to that area in great numbers every 150 
years or so; their next mass appearance should be relatively 
soon, and already sightings have Increased in that region. 

The disenchanter’^ breeding habits are unknown, though it 
is believed by many that a disenchanter splits into I wo crea¬ 
tures of full size after consuming enough magic* 

Ecology; Since the disenchanter has no known predators, its 
numbers are apparently controlled by the amount of magical 
energy available in an area. Most of the details of how it inter- 
ac ts w i th i is env i n m m en I a re i m know’ n T h e crea hi re * s esson ce 
is purported to be useful in mk for scrolls, and might be used 
l-r»r the fabrication of a rod of antccihiUon. 
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Dog, Temporal 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE; 
DIET: 

INTELLIGENCE: 

TREASURE; 

ALIGNMENT: 


Demiptane of Time 
Uncommon 
Solitary or in packs 
Any 

Carnivorous 
Very (11-12) 

Nil (W) 

Lawful neutral 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACQ: 

NO, OF ATTACKS; 
DAMAGE/ ATTACK: 
SPECIAL ATTACKS; 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1 (15%: 2-12) 

3 

18 

4+1 

15 

1 

IdS 

Haste (see below) 
Timeslip 

10 % 

Medium (3 -4 long) 
Average (10) 

375 


Temporal dogs are a highly evolved form of blink dogs that 
make their home on Demiplane of lime. It is impossible to tell 
w hether the temporal abilities of these dogs are a difference 
engineered or bred by some ancient chronomancer or if the pro¬ 
gression from blink dogs to temporal dogs was a case of natural 
evolution, but these canines do have a pleasant attitude toward 
wizards for some unknown reason. 

Temporal dogs distinctly resemble their distant ancestors. 

They have short, yellow-brown hair, and they are stocky and 
muscular. They are slightly smaller than blink dogs, and they 
have apparently lost the power of teleportation, but they have 
developed other, more powerful abilities make up for that loss. 
They are another temporal creature that possesses the ability to 
slip lo reality. 

Temporal dogs communicate between themselves by compli¬ 
cated combinations of barks and growls, and they have a 
detailed knowledge of the layout of the surrounding linu stream. 
Adventurers have taught these creatures to understand many 
languages, though they may feign ignorance so as to not have to 
deal too closely with strangers. A few of the friendlier ones can 
even bark out a close approximation of a dozen or so words. 

Combat: Only a very hungry pack, or one that feels threatened, 
will attack adventurers. This deference to humans is a curiosity, 
but whatever the reason, it is not cowardice, since these dogs are 
slightly more fierce than their ancestors* They have an ability to 
create toft? (as if by Articw* nuke manager, noL the fttfste spell j. 
Tins gives them one extra attack per round, as well as the other 
bonuses, and the power can be used once per him, the effect 
lasting for the turn s duration They can also slip between 
Demiplane of Time and reality, but in reality, they function as if 2 
Hit Dice lower, and they lose their ability to toiste, so they only 
do this to escape a threatening situation. 

If a pack of temporal dogs loses one-third of its number or 
fails to bring down one person within five rounds, the dogs slip 
away, A solitary dog never attacks people—unless it is defending 
something—preferring to slip away if it feels at all threatened. 
Experience points are awarded if this creature stands and fights, 
or if the character can enlist its aid for a period of greater than 
two weeks* Bribery or threats never hold a temporal dog to ser¬ 
vice this long. The character must prove worthy of the dog's loy¬ 
alty within four days. 



Habitat/Society: Temporal dogs prefer solitude over the pack, 
mostly due to Lite fact that there is sparse hunting on Demiplane of 
Time, Whenever they are encountered, however, there is a 15% 
chance that they are running in a small pack (2d6) in order to take 
down a large creature that none of them could handle on their ow n. 

Many characters have taken to feeding these creatures (and 
sometimes even offering them some sort oi treasure) in order to 
gain their company for short periods. A friendly dog remains with 
the person or party for 1—1 days in the Hmestream. Fast as these 
creatures are, the group never has to worry about the temporal 
dogs slowing it down—quite the opposite, but the dogs do not 
seem to mind. The major benefit of having a temporal dog along 
on a trip is that the canine barks at am sort of unfriendly creature, 
warning companions of danger. 

Temporal dogs make lairs within naturally occurring caves 
formed by event tangles in the lifelines, and if is here that they store 
their treasure and hide their precious pups. These dogs normally 
delect adventurers long before they reach a lair and draw them off 
in any way necessary. If a lair is discovered, there is a 1 0% chance 
for 2 8 pups and a 20% chance for other treasure to be there. 

Pups can be raised to be loyal companions U• .i character, and 
their high intelligence makes them very useful or very trouble¬ 
some. depending on how they are treated. Hie treasure could be 
anything of value, including magical weapons and armor, high 
quality merchandise, miscellaneous magic (including potions 
and scrolls), and of course gems and coins Although the dogs 
have little need for this stuff, they know the value of trade. They 
acquire the material not by attacking passing travelers but by 
scouring the areas where battles between chronomancers and 
less friendly temporal creatures have been. Some predators care 
not for these items, so the dogs collect them for their own uses. 

Ecology: Temporal dogs normally thrive on tempsynth, but packs 
sometimes go for a temporal glider or vortex spider. Hunger might 
drive them to reality in search of food, but only for short periods of 
time. Their frequency in reality is very rare- 
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Dragon, Cerilian 


CLIMATErTERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Mountains 
Very rare 
Solitary 
Any 

Carnivore 
Exceptional (15-16) 
(H, $, Tl 
Any neutral 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO; 

NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1 

0 or better 
9, Fi 24 (C) 

15 (base) 
b (base) 

3 + special 
Id10/Id 10/ 2d 12 
Breath weapon, spells 
See below 
Variable 
G (40* base) 

Fanatic (17-18) 

22,000 (base) 


The d ragons of Cerilia are an ancient race, predating even 
elves and dwarves. They once existed in great numbers, but 
now only a handful live in the Drachenaur Mountains and in 
lands far across the sea. While they are extremely intelligent 
and preserve knowledge and lore older than mankind, the 
dragons greatly dislike being troubled by intruders, and view 
any non dragons are dangerous vermin to be exterminated if 
they venture too close to a dragon's lain 
All Cerilian dragons are members of a single species, unlike 
dragons on most other worlds. They are long, serpentine crea¬ 
tures with short legs and a pair of great, leathery wings. Their 
bellies are protected by thick folds of leathery skin; iron-hard 
scales protect the upper surfaces of their bodies and limbs. 
They range in color from a reddish rust-brown to an iron gray 
and their bellies are usually paler than their scales. 

Dragons speak their own tongue and about 50% also speak 
dwarvish or elvish. They haven't bothered to learn the lan¬ 
guage of any younger races. 

Combat; Most dragons don't care for physical encounters and 
prefer to use intimidation, spells, breath weapon, ami other 
abilities before engaging in melee. All Cerilian dragons radiate 
(ear in a 50-yard, radius. Jn addition, am creature that meets 
the gaze of a dragon must make a successful saving throw vs. 
spell with a -4 penaltv or be paralyzed in terror for 2d4 turns. It 
the dragon wishes to spend an entire round concentrating on a 
victim who has met its gaze, it can use the powers of feeble- 
mimi f ynjs, or ^uggestiott on the victim with no saving throw. 

The breath weapon of a Cerilian dragon is a stream of acid 
and fire. It affects a line up to 60 feet long and 5 feet wide. The 
dragon can breathe once per six melee rounds. 

The table lists modifiers, based on age. for die dragon's base 
Hit Dice, Armor Class, breath weapon, magic resistance, and 
combat abilities. The combat modifier is a bonus to all attacks 



(wri damage for the dragon's physical attacks. If it enters phys¬ 
ical combat the dragon strikes with its furepaws and bites. 

Dragon Magic: All Cerilian dragons are powerful spellcasters, 
equivalent to wizards of 9tit to 16th level (!d848). However, 
they are able to use spelts only from the schools of abjuration, 
alteration, conjuration/summoning, and divination. Victims of 
dragon magic suffer a sav ing throw penalty equal to the 
dragon's Armor Class modifier due to its age; thus a victim of 
a wyrm's spell suffers a -3 penalty to the saving throw'. 

Habitat/Society; No young dragons are known to exist on 
Cerilia; all Cerilian dragons fall into the age categories of old, 
very old, venerable, wyrm, and great wyrm. 

Dragons have memories of many tilings forgotten by other 
races. Each dragon is the equivalent of a sage in several areas of 
magical, natural or extra planar lore. Some dragons have been 
known to share their knowledge with mortal supplicants, but as 
as rule, dragon lore comes couched in riddles and mystery-. 

Ecology: Dragons are a vanishing race. Once they warred 
incessantly among themselves, but for the last few millennia 
they have avoided fighting each other. As the dragons grow 
older, they spend more time sleeping; they typically nap for 
twenty to thirty years at a time 

When a dragon awakens, its first thought is food. Evil dragons 
won't hesitate to raid nearby human and demihuman settle¬ 
ments, but good dragons usually limit themselves to wild game. 


Age 

Hit Die 

Combat 

Armor 

Category 

Modifier 

Modifier 

Class 

Old 

+4 HD 

+8 

0 

Very Old 

+5 HD 

49 

-I 

Venerable 

t6 I TD 

+ 10 

—2 

Wyrm 

+7 HD 

+11 

-3 

Great Wvrm 

+8 HD 

412 

-4 


Breath 

Magic 


Weapon 

Resist. 

XP Value 

I2d64l2 

35% 

22,000 

14d64l4 

40% 

24,000 

I6d6+16 

45% 

26,000 

I8d6+18 

50% 

28,000 

20d6+20 

60% 

30,000 
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Dragon, Ghost Dragon 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Subterranean 

Very rare 

Solitary 

Any 

Nil 

Exceptional (15-16) 

Special 

Neutral 


NO, APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE; 

THAC0: 

NO. OF ATTACKS; 
DAM AGE/ATTACK: 

SPECIAL ATTACKS; 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1 

0 

9 

20 

2 

4 

Id 10+10/ Id 10+10/2d 10+10/ 
2dl2+H) 

See below 
See below 
Special 

G (40* to VOO* long) 

Special 

10,500 (defeat), 21,000 (placate), 
32,01)0 (lay permanently to rest) 


A ghost dragon is a sinister-looking* semi-transparent figure. 
It resembles whatever dragon type it was in life. All ghost 
dragons are a swirling murky gray, and they always speak in 
quiet whispers, 

A ghost dragon is created when an ancient dragon is slain 
and its hoard looted. In many cases, the dragon died defend- 
mg its hoard and home, The tie between a dragon and its 
hoard, however, goes far beyond mere human greed or 
dwarven avarice. The dragon will haunt its former lair until 
it manages to accumulate enough treasure to equal the value 
of its vanished wealth; then it will depart and rest in peace. 

Ghost dragons never stir from their lairs. 'They are less bel¬ 
ligerent than their living kin, but more obsessiv e. In many 
ways they resemble revenants more than true ghosts, except 
that they have no interest in rev enge. Alt a ghost dragon 
thinks about is its treasure. Unfortunately for intruders, in (he 
ghost dragon's mind, any and all valuables brought into its 
lair fall into this category. Since a ghost dragon can find peace 
only if it succeeds in rebuilding its hoard, it will demand tres¬ 
passers hand over any treasure they arc carrying—gold, jewel¬ 
ry, magical items, etc. The creature will allow polite adventur¬ 
ers to keep 10% of their possessions (a procedure it calls 
"tithing") and will answer questions they might have regard¬ 
ing neighboring monsters or events it knew about in its life¬ 
time. lliose who refuse to turn over their valuables are sav¬ 
agely attacked. 

Combat: A ghost dragon has several different attack modes, 
and since it is an exceptionally intelligent creatures, it will 
always choose the combination that will best achieve its goal* 
Ghost dragons have a fear mini far more dangerous than that 
of their living counterparts. Victims of a ghost dragon's aura 
must make two saving throws, both a -4 penalty: one vs, pet¬ 
rification to avoid aging 10-30 years, and a second vs, spells 
to avoid cowering in terror for a hill turn (111 rounds). Note 
that the aura affects all in the dragon's lair at the time it 
appears, including beings normally immune to fear effects, 
such as paladins. 


A ghost dragon will never ambush intruders; it uses its 
aura first to get their attention and give them a chance to 
hand over their wealth without a fight. Ji they refuse and 
attack the ghost dragon, try to leave, of (worst vet) attempt to 
steal some of its remaining treasure, it begins its assault. In 
addition to its a urn, a ghost dragon has a 
daw/daw/bite/tail slap combat sequence daunting to oven 
the toughest warrior* Not only can it inflict up to 104 points 
of damage in a single round, but each successful hit requires 
the victim to make a saving throw vs. death magic or lose 
two levels to an energy drain. Further, the struck limb with¬ 
ers as if struck by a staff of withering. 

The ghost dragon has a breath weapon it can use three 
times before il must desist 12 rounds to renew is internal 
energies (at which time it can breathe three more times). The 
breath weapon is a doud of gray mist that ages any creature 
caught in it all follows: humans, halflings, hal helves, most 
humanoids 1—100 years; dwarves 30-300 years; gnomes 
60-600 years; and elves 10-1>000 years. 

Ghost dragons are immune to all spells cast by non- 
ethereal opponents, and all weapons of less than +3 enchant¬ 
ment. They are immune to chnnn steep , hold, and all control 
magic, even if the caster is on the Ethereal Plane. They can- 
notbe turned or controlled by priests; they are immune to 
holy water. 

If a ghost dragon is "killed" by damage or magic, it simply 
reforms 4$ hours later and resumes its attempts to build its 
hoard. Most adventurers who have encountered one have 
found out that it is better to give the ghost dragon what it 
wants. The experience point values for dealing with ghost 
dragons reflect its unusual nature. 

The only way to lay a ghost dragon to rest permanently is 
by giving it treasure. Once it has gathered enough wealth to 
replace its lost hoard, it will whisper a quiet "thank you" and 
disappear forever, leaving the accumulated treasure behind 
for anyone who wants it. 

Habitat/Society: Ghost dragons are solitary creatures 
haunting the desolate ruins of their empty lairs. They can 
be found anywhere a live dragon would secure its most 
prized possessions, but always in dark, underground or 
indoor place. As intelligent creatures, they enjoy the occa¬ 
sional conversation with intruders, but will never allow 
themselves to be talked out of the treasure they need. Since 
only ancient dragons can become ghost dragons, and since 
most ghost dragons spend centuries if not millennia in that 
stale, they can be valuable sources of information about the 

f >ast—for those willing to pay their price. It is rumored that 
lying dragons sympathize with the anguish ghost dragons 
feel over their plundered wealth and often help their 
departed kin by sending potential treasure their way in the 
form of unwary adventurers. 

Ecology: Like most rtoncorporeal undead, ghost dragons 
play no part in the living world, nor do they need to eat or 
sleep. Ferocious predators in life, in death they completely 
drop out of circulation. They do, however, play a large part 
in the economy of the regions they inhabit, as their "tithing" 
of passing adventurers tends to deplete both cash and sur¬ 
plus magical items in those parts. (An enterprising DM can 
use a ghost dragon to curb runaway inflation in a campaign 
world.) 
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Dragon, Neutral 


with accu¬ 
racy hurl, 
cast, sling, 
or shoot 
weapons 
that have 
any metal 
parts (dag- 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE; 
DIPT: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Coniferous forest 
Very ran 1 
Solitary 
Any 

Herbivore (tree sap) 
Exceptional (15-16) 
Incidental 
Neutral 


etc.). In 
addition, 
magnetized 
individuals 


wearing 
metal 
armor 
have their 
A rmor 
Class 
worsened 
by 1 and 
suffer a 
-2 penal¬ 
ty to all 
attack rolls, 
as the metal of 
their armor 

binds. Other situational effects may occur, for example, 
if a floor is metal, I he character may be sWmi 
The amber dragon of at young adult age can shape change like 
a 7th-level druid three times o day In addition, they have the innate 
ability to Mink, as the 3rd-level wizard spell, once for every two age 
categories fround down). 


NO, APPEARING: 

ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS; 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE; 


t ' 

3(base) 

9 , R 21 (Q 

$ (base) 

LI (base) 

^ ■*- special 
ld.6(x2)/3dfl 

Breath weapon, spells, special 
Spells, special 
See below' 

H to G (20' base length) 
Fanatic f 17-18) 

See below 


Amber dragons are perhaps I he most solitary and aloof of all 
the neutral dragons, preferring to wander throughout the heav¬ 
ily forested regions that they call home, Although not 
unfriendly these dragons are so closely attuned to their uatur* 
a I surroundings that their moods often reflect the capricious 
nature of the elements. 

Amber dragons possess a thick, bark-like skin that ranges In 
dull gray to dark brown. Their eyes are the color of rich amber, and 
they have a long (l-foot) homed prow. In addition, an amber 
dragon's feet end in sharp, scythe-like claws. 

These dragons speak their own language as well as various 
druidic tongues They can communicate telepathies I ly with druids 
and other forest-dwelling creatures, such as elves, gnomes, sprites, and 
brownies. 


Combat: The amber dragon is relatively small, so opponents have a 
+4 bonus to saving throws against its Their cartilaginous 

teeth are not we 11-formed for biting; instead amber dragons thrust 
with their beak-llke prow-, Amber dragons avoid combat whenever 
possible, but can employ two scythed ike claw attacks and a prow 
attack if forced into melee Though smaller and weaker than their 
more common relatives, they enjoy good spellcasting ability, being 
able to cast all spells normally cast by druids* 

Breath Weapon/Special Abilities 

An amber dragon is able to breathe a spray of scalding, sticky sap The 
scalding sap sprays out in a cone 1 foot wide at the base, 30 feet long, 
and 50 feet wide at the terminus. The sap s effect is to soak the umber 
dragon's opponent, who will find that the sap hardens rapidly (in ld4 
rounds) into an immobilizing resin shell. Characters who successfully 
save vs, breath weapon can shatter the resin shell on a successful 
Strength check. Those failing their check are solidly encased; only one 
chance is allowed thereafter, using the bend bars roll at -15%, to shat¬ 
ter the hard resin shell and escape. 

The amber dragon has the innate ability to magnetize an opponent 
up to three times per day. An individual tailing a saving throw vs, 
breath weapon is ttmgneii&d for 3d4 rounds (half this time, rounded 
down if the saving throw is made). A magnetized individual cannot 


Habitat/Society: Amber dragons dwell alone in large, primeval conifer¬ 
ous forests. They make no permanent lair. but range throughout the 
thickly carpeted expanse of their fared:—often an area as Luge as 900 
square miles. Unlike most other dragons, these creatures regard gold and 
other metallic treasures with disdain They do not hoard material objects, 
thus any treasure found with an amber dragon b purely incidental. 

Amber dragons are not exactly territorial, though they have been 
known to quickly dispatch creatures who enter a forest's depths with 
hostile Intent. However, the amber dragon is in no way a "defender of 
the forest." Rather, these creatures an? a force of nature, as many of 
their abilities stem from their close connection to the natural world. 

I his attuncment to nature influences their reactions toother species. 

An amber dragon's personality is as mercurial as the shifting winds; they 
can be as gentle as a spring b reeve or as violent as & summer lightning 
storm* "Plough they share similar abilities and philosophies with druids, 
amber dragons merely tolerate the presence of these priests; an alliance 
between a druid and an amber dragon is by no means an automatic, or 
even common, occurrence. 

Ecology: Amber dragons subsist by drinking the thick sap of conifer¬ 
ous trees. They extract the sap by plunging their homed prow bejteath 
the bark of a tree Druids and rangers familiar with amber dragons 
can detect their presence by the distinctive triangular mark they leave 



Body 

Tail 


Breath 

Priest 1 Druidl 


Treasure 

XV 

Age 

Lgt. 

Lgi. 

AC 

Weapon 

Spelts 

MR 

Type 

Value 

3 

2-6 

1-5 

6 

1d4+2 

1 

Nil 

Nit 

n t <m 

2 

7-12 

6-4 i 

5 

2d4+3 

1 1 

Nil 

Nit 

9,m) 

3 

13-18 

1 MS 

4 

3d4+4 

2 i t 

5% 

D 

10,000 

4 

l*?-24 

16-21 

3 

id4+5 

221 l 

10% 

E 

12,000 

5 

25-30 

22-27 

j 

5d4+ft 

2221 1 

15% 

EH 

urn 

6 

31-36 

2fF-32 

1 

NJ4+7 

322211 

20% 

HJ 

15.000 

7 

37-43 

33*38 

0 

7tl4+8 

3312211 

25% 

HJ 

16,000 

$ 

44-50 

3<*-45 

-i 

&I4+9 

33322211 

Sts. 

H, 1x2 

17,000 

9 

51-56 

46-51 

—2 

9d4+IH 

433322221 

40% 

HJx3,K 

Wm 

10 

57-62 

52-56 

-3 

1004+11 

4433322221 

50% 

KU4M 

19,000 

n 

6.V68 

57^2 

-4 

1144+ U 

44433322221 

6(1% 


20,000 

32 

6^-73 

63-66 

—5 

1244^13 

54443.33222 1 

7(1% 

1U<4.R,U 

21,000 
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Dread Warrior 


CLIMATE/! ERRAI N; 
FREQUENCY: 
ORGANIZATION; 
ACTIVITY CYCLE; 
DIET: 

INTELLIGENCE: 

TREASURE; 

ALIGNMENT 


Any 

Rare 

Band 

Day or night 

None 

Low 

Nil 

Neutral evil 


NO, APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACQ: 

NO. OF ATTACKS: 
DAM AGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1-12 

2 to 4 

9 

4 

17 

1 

Jd8+2 or bv weapon +2 

Nil 

Nil 

Nil 

M 

Fanatic {18} 

175 


Dread warriors are enhanced undead created by Szass Tam, 
Ztilkir of Necromancy for the Red Wizards of Hiay, Dread war¬ 
riors are created immediately after a warriors death so that 
they retain at least minimal intelligence. They must be created 
from the bodies of lighters of at least 4th level who have been 
dead tor less than a day. They are found primarily in the retinue 
of Szass Tam, although he lias loaned a few to trusted allies. 

Combat: As former fighters, dread warriors retain their desire 
to light and are both strong and skilled. A dread warrior's 
Strength is 18/01 and, although this does not provide the crea¬ 
ture with an attack bonus, it does grant +2 to all inflicted dam¬ 
age (its standard unarmed damage is ldB+2). Dread warriors 
are armed with whatever weapons they carried as liv ing fight¬ 
ers, though none have the sophistication to use bows or cross¬ 
bows. They can be ordered to throw spears or javelins, but do 
so with minimal accuracy (-4 to hit). 

Dread warriors are capable of following simple orders such 
as "advance and attack the enemy/" "stay here and defend this 
hallway against all attackers/' and su on. They are not at all 
sophisticated, however, and complex orders simply confuse 
them. Orders of up to 12 words cause no problems; there is a 
cumulative 5% chance for every word after the 12th that a 
dread warrior will misinterpret the order—does the exact 
opposite, goes berserk and begins attacking anything nearby 
or stands around doing nothing. Tills percentage is doubled if 
the dread warriors are in Rashemen, where the powerful 
magic of the spirits of the land disrupts the evil necromantic 
spells of the Red Wizards. Additionally, dread warriors suffer 
a -2 attack roll penalty when in combat with Kashemaar 
nature spirits or Witches of Rachemcn. 

Dread warriors can be turned by clerics as shadows. A raise 
dead spell destroys a dread warrior entirely while a resurrect fan 
spell requires the dread warrior to make a saving throw vs, 
spell (save as 4th-level fighter; If the saving throw fails, the 
dread warrior is instantly destroyed. If it succeeds, the dread 
warrior is restored to life, fully regaining the form it had in life. 
Habitat/Society: Dread warriors exist exclusively as soldiers 
and guards for the Red Wizards and Szass Tam in particular. 
When not in combat they are usually kepi in "cold storage" 
in dungeons or barracks, since Tam is reluctant to use his 
valued elite warriors as domestic servants. Tlis associates 



have been known to use his dread warriors in this manner, 
but this almost always results in a sharp rebuke from the 
Zulkir of Necromancy, who sees little humor in such 
shenanigans. 

Dread warriors form a part of Cyric's Legion, one of Szass 
Tam's largest military units. Recently Szass lam has been cre¬ 
ating more dread warriors in anticipation of a large-scale civil 
conflict, possibly against the f Uarchmm (provincial rulers) and 
zulkhs (school leaders) of Thay who continue to hold out 
against him. 

Ecology: The dread warriors' very existence Ls geared to 
the defense of Thay and the mad schemes of its rulers. The 
few dread warriors who break free of control sometimes 
wander the countryside, shambling about in twisted carica¬ 
tures of their old lives, sometimes challenging passersby to 
fights, sometimes breaking into homes to steal food (even 
though they can no longer eat), or otherwise terrorizing the 
innocent. 

Zulkir Szass Tam created the dread warriors over 20 years 
ago, intending them tor an invasion of Rashemen. Myrkul's 
Legion, a force made up entirely of dread warriors, was 
unleashed on the berserkers and the coastal cities in 1357 DR 
(Dale Recuckordng), but was turned back after furious fight¬ 
ing. Many dread warriors tell to the spells of the Rashemaar 
Witches, and more were destroyed by the Kashemaar nature 
spirits. The powerful place-magic of Rashemen apparently 
affected the dread warriors as well, for many misinterpreted 
orders and some even turned on each other, destroying entire 
companies. 
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Dream Spawn, General 


Dream spawn are creatures native to the Nightmare Lands of 
the RaVEN LOFT setting, combining the physical nature of the 
waking world with the malleable ethereal ness of the dream 
plane. All dream spawn, no matter their physical shape, 
appear as blank templates waiting for the imaginations of 
dreamers to temporarily define their forms. They can shift 
from featureless creatures to a 
specific form in an instant, copy¬ 
ing Lhal form exactly as it 
appears in the subconscious 
memories of a dreamer. 

Dream spawn arc divided into 
two categories: lesser dream 
spawn and greater dream spawn. 

There are a number of types in 
each category, but only the most 
prevalent arc described here. 

These are the gray morphs and 
shadow morphs in the lesser cate¬ 
gory, and the cnnin in Lhe greater 
category. A specific entry on 
each of these types follows this 
general information, 

Dream Language: All dream 
spawn speak the same language, 

The words are spoken in quiet, 
soothing tones that make listen¬ 
ers from the waking world very 
sleepy. Some wanderers {physical 
travelers in the Nightmare 
Lands# as opposed to dreamers, 
who visit in their dreams while 
asleep) have described the lan¬ 
guage as reminiscent of the lulla¬ 
bies they heard as children—not 
the words themselves, which 
few besides dream spawn 
understand, but the feelings of 
peace and comfort that they 
impart through tone and the 
quality of sound. A dream 
spawn can also speak the lan¬ 
guage of the dreamer or wanderer whose subconscious memo¬ 
ries it taps. 

Only wanderers are affected by the language of dream 
Spawn. Dreamers, as they are already asleep, are immune to 
the effects of the tranquil tones. 

Lesser dream spawn language renders a wanderer exposed 
to it sluggish and weary This is reflected by a -2 penalty to all 
attack rolls and ability checks unless a successful saving throw 
vs. paralyzation is made, failure means the sluggishness lasts 
for U14+1 founds or for as long as at least one lesser dream 
Spawn continues to speak ltaking no other action). 

Greater dream spawn language has a more pronounced 
affect on wanderers, A wanderer who hears it must make a 
save vs. spell or suffer effects similar to a sleep spell with the 
following modifications: elves and creatures of up to £h-3 HD 
a re a f lected by the se s I cep- i nd ue i ng tc in es. 


Special Powers: Because part of a dream spawn exists beyond 
the physical w orld, these creatures can be hurt only by 
enchanted weapons* The amount of enchantment required 
todamage a specific type of dream spawn is detailed in the 
individual entries. 

Attacks: In their natural forms, dream spawn attack with 

dawlike hands. The amount 
of damage these attacks 
cause and the number of 
attacks a dream spawn can 
make in a single round are 
defined in the individual 
entries which follow. 

Forms: All dream spawn 
have the ability to assume 
forms pulled from the deep¬ 
est memories of dreamers, or 
in rare instances from the 
subconscious minds of wan¬ 
derers. Where dreamers are 
concerned, dream spawn can 
draw on their memories at 
will. To access the memories 
of wanderers, dream spawn 
must first make physical con¬ 
tact and successfully employ 
their absorption power. 

Absorption: Through the 
absorption of a portion of a 
wanderer's Intelligence, a 
dream spawn gains the abili¬ 
ty to assume forms from the 
w r a nd erer's m i nd. Lesser 
dream spawn can make one 
successful absorption attack 
per day, greater dream 
spawn can make two. 

To use the absorption 
power, a dream spawn must 
make a successful attack roll 
to touch a wanderer with the 
suction-cup growths on its 
palms. This attack inflicts no 
physical damage. Instead- the victim loses ld4i-l points of 
Intelligence (and all of the bonuses associated with his original 
score). This loss is temporary; a character regains Intelligence 
at a rate of 1 point per day. If absorption causes a character's 
Intelligence score to drop to i), that character becomes nnneor- 
pureal (essentially, the physical body becomes a dream body i 
until the lost intelligence points are recovered. 

When a dream spawn assumes a different form (which takes 
one round); it gains ail of the strengths and weaknesses of that 
form- These strengths and weaknesses may not always be real¬ 
istic, but they will always match the memories from which the 
form was drawn. For example, in human form a dream spawn 
can be injured by normal weapons, 

Mote: More (optional) details of dreamscapcs, the Terrain 
Between, and the Nightmare Court can be found in the 
RAVEmon product The Nightmare Lands (#1124). 
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Dream Spawn, Greater-Ennui 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 

Tlie Nightmare Lands 

Very* rare 

Solitary 

Night 

Special 

High 04) 

Nil 

Lawful evil 

NO, APPEARING: 

1 

ARMOR CLASS: 

5 

MOVEMENT: 

% FI 24 (Q 

HIT DICE: 

8 

THACO; 

13 

NO, OF ATTACKS: 

4 or 2 

DAMAGE/ATTACK: 

ld6 x4 or by weapon 

SPECIAL ATTACKS: 

Swoop, invisibility 

SPECIAL DEFENSES: 

+3 or belter weapon to hit 

MAGIC RESISTANCE: 

15% 

SIZE: 

M (6' tall) 

MORALE: 

Champion (16) 

XP VALUE: 

6,000 


Ennui are greater dream spawn who serve the members of the 
Nightmare Court, actively controlling events occurring in 
dream scapes while their masters are otherwise occupied. They 
can move freely across the Veil of Sleep, stepping between the 
waking world and the dreamscapes without trouble, Ennui are 
naturally wild and savage, bear generated in dreamers by 
nightmares not only sustains ennui* it giv es them control over 
their innate savagery 

An ennui appears as a large creature that can shift its form 
at will. In its natural form, it stands as tall as a man, has four 
arms, and batlike wings. Its skin is gray and featureless, able 
to change with fluidic ease. 

Ennui speak the language common to all dream spawn, as 
detailed in the general entry. An ennui can also speak the pri¬ 
mary language of the dreamer or wanderer from which it 
draws memories. 

Combat: An ennui fights with its four dawlike hands. It can 
strike with all four claws in a single round, but can attack only 
a single foe. Each claw inflicts UI6 points of damage. 

This type of greater dream spawn can also make a special 
swoop attack. It dives at an opponent from a great height, its 
wings spread wide. At the end of the swoop* the ennui attacks 
a single target with all four da wed hands and with its two 
clawed feet. All ennui claws inflict Id6 points of damage* but 
the swoop provides a damage bonus of +-2 to each successful 
attack. After all six attacks are made* the swooping ennui must 
land and spend the next two rounds resting its wings. It can 
continue to use other attack forms, but must wait at least two 
rounds before making another swoop attack* 

If armed with a dream s layer sword (40% chancel, an ennui 
can make two attacks per round. These attacks can be directed 
at one or two opponents. A dremn sltnfrr sword indicts JdlO+4 
damage upon dreamers or Id 10+1 damage upon wanderers. 

An ennui in its natural form can become invisible at will If It 
makes an attack it immediately becomes visible again. .An 
ennui often becomes invisible after making a swoop attack to 
confuse its opponents. 



Habitat/Soriety; Ennui hate other ennui and lord overall less¬ 
er dream spawn. They have no communities, but seek to sen e 
the N ightmare Court, A nfr'Stf/ ennui is a dream spawn who 
has attached itself to the Court. Vassal ennui perform special 
missions lor specific Court members and also serve as over¬ 
seers of the dream scapes. When a dreamer is emplaced as a 
seed in a dreamscape, an ennui is assigned to guard him and 
keep the nightmare flowing. Like wardens in prisons* ennui 
enforce the laws of their masters and administer to particular 
dreamscapes. They take this job very seriously and are pre¬ 
pared to die to fulfill it. 

Roguo ennui are greater dream spawn who have not yet 
attached themselves to the Nightmare Court or who have been 
dismissed from their duties. These creatures are wild and 
extremely dangerous as they are denied access to the fear- 
inducing nightmares they crave. 

Ecology: Ennui draw sustenance from the dream seeds they 
oversee, They can consume icsser dream spawn, but the sweet 
fear generated by the nightmares of dream seeds keep their 
wild sides in chock. 
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Dream Spawn, Lesser-Morph 


Gray Morph Shadow Morph 


CLIMATE/TER RAJN: 

— The Nightmare Lands — 

FREQUENCY: 

Common 

Rare 

ORGANIZATION: 

Group 

Pack 

ACTIVITY CYCLE: 

Night 

Night 

DIET: 

Special 

Special 

INTELLIGENCE: 

Low (7) 

Verv (11) 

TREASURE: 

Nil 

Nil 

ALIGNMENT: 

Lawful neutral 

Lawful evil 

NO, APPEARING: 

4-24 

1-1 

ARMOR CLASS: 

7 

4 

MOVEMENT: 

6 

12 

HIT DICE: 

3 

3 

THACO: 

17 

15 

NO, OF ATTACKS: 

1 

2 

DAM AGE/ATTACK: 

ld4 

Id8/ld8 

SPECIAL ATTACKS: 

Absorption 

Horror 

SPECIAL DEFENSES: 

+1 weapon to hit 

^2 weapon to hit 

MAGIC RESISTANCE: 

Nil 

Nil 

SIZE: 

S(4 r tall) 

M (W tall) 

MORALE: 

Unsteady <7) 

Elite (13) 

XP VALUE: 

420 

975 


Lesser dream spawn come in many varieties, but morphs are 
the type most often employed by the Nightmare Court, Two of 
the more prevalent types are gray morphs and shadow 
morphs. 

Gray Morph 

Gray morphs populate the dreamscapes and roam the Terrain 
Betwt'C ft (a /one in which waking reality and dreamseapes are 
mixed and in constant flux). They function as the supporting 
cast in dreams and nightmares. It is not known iJ they serve 
this function in normal dream scenes or just in the dream- 
scapes of the Nightmare Lands. 

A gray morph s natural form is that of a small, blank, fea¬ 
tureless humanoid with long, gangly limbs and pale, grav 
flesh that is as malleable as water. In dream scapes, gray 
morphs assume the forms of normal people, common animals, 
and even common objects to fill out the details of a dream. 

They can change form at will in a dreamscapv due to the ener¬ 
gy provided by a smf (a dreamer temporarily attached to a 
particular dream scape) In the Terrain Between, however, they 
need to draw on the memories of living, sentient beings 
through physical contact. 

Gray morphs speak the language of all dream spawn, as 
well as the languages of the memory-forms they assume. 

Combat: These dream spawn are cowards who hide behind 
the masks of change. T hey prefer not to fight fleeing at the 
first sign of hostility It forced into battle, they attack with their 
dawlike hands for ld4 points of damage. Against wanderers 
they will murmur their language (see General section). 

Habitat/Society: When not wearing the forms drawn from the 
minds of dreamers, gray morphs huddle in groups and wait 
for new memories to come along and give them purpose and 
roles to play Otherwise, they have no society to speak of. They 
resent the greater dream spawn who lord over them. 

Ecology: Gray morphs absorb memories and assume memory- 
forms to sustain themselves. They avoid greater spawn, who 
feast on them. 



Shadow Morph 

Shadow morphs play major roles in nightmares, assuming the 
forms of whatever horrors (of 5 HD or less) haunt the recessed 
memories of dream seeds (that is, dreamers!, Lts natural form 
looks much like a gray morph, though iIN slightly larger, iIs 
flesh darker, and its featureless lines sharper and more fright¬ 
ening, 

Combat: Shadow morphs are vicious, mean-spirited creatures 
that revel in causing pain and destruction while inducing 
heart-stopping fear. A shadow morph has a harrvr attack, a ter¬ 
rible screech that causes everyone who hears it and con see the 
morphs natural form to save vs. spell at =2 or he frozen with 
fear for ldh+1 rounds. Those affected by the horror give off 
energy that sustains and fortifies the shadow morph. For each 
round that a victim is horror-struck, the fear-inducing morph 
regenerates 1 lost hit point. 

Habitat/Sodety; Shadow morphs have no established society. 
Like other lesser dream spawn, they seek the dreams uf others 
to give them form and substance. However, unlike gray 
morphs, shadow morphs use their ability to assume memory- 
forms to generate even greater tear in their victims, They 
assume the forms of monsters or whatever memories most 
frighten a dreamer. 

Ecology: Shadow morphs feed on fear, so they rarely kill their 
victims. Greater dream spawn sometimes feed on these dark 
creatures. 
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Dreamweaver 


CLIMATE/TERRAIN: 
FREQUENCY- 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


The Nightmare Lands 

Common 

Swarm 

Night 

Special 

Low (7) 

Nil 

Lawful neutral 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


3-18 

6 

9. Wb 12 
1+1 
n 

i 

i 

Poison 

+ 1 or belter weapon to hit 

Nil 

T (6" diameter) 

Average (10) 

420 


Jhe poison that accompanies the bite is not weak, however. 
It causes victims to immediately fall into a deep, comalike 
steep. Dreamers who are bitten are not affected by the poi¬ 
son directly, but their physical bodies fall into a deeper 
sleep. Once a victim falls asleep, the dream weavers flee. 

A wanderer bitten by a dream weaver must make a sav¬ 
ing tlirow vs* poison to withstand the poison s effects. 
Failure causes the victim to fall unconscious for ld4 
hours. An unconscious victim cannot be revived until the 
poison has run its course. While in this state the victim 
experiences intense dreams or nightmares, depending on 
what dream weaver bit him. 

A dreamer bitten by a dream weaver also makes a save 
vs. poison* The effects are the same as for wanderers, 
except that the dreamer s physical body suffers and not 
his dream-self* This increases the length of the dreamer's 
sleeping period and keeps him trapped in the dream for 
that niucli longer. 

If dream weavers are ever exposed to sunlight or bright 
illumination of similar intensity, they fade away like the 
morning dew—or a fleeting dream. 



Habitat/Society: Dreamweavers live in 

swarms consisting of one variety of 
the dream creatures. Many 
swarms of both types may 
Occupy a single dream scape, 
spinning the fabric of Lhe 
dreams and nightmares 
playing out inside the 
sphere. From one side, the 
weave looks like arty loca¬ 
tion from the rea! world. 
From the other, it appears 
as it truly is—a woven 
dream of stars and light or 
a nightmare web of skulls 
and dark horrors. 

Dreamers and wander¬ 
ers will seldom see 
d re a m w cavers. These stay 
behind lhe scenes, weaving 
the patterns of dream scapes 
just out of view. 


Ecology: Like other creatures of 
the dream plane, dream weavers 
draw iheir .sustenance from 
dreamers. 


Dreamweavers spin the 
stuff of dreams and 
nightmares, giving shape 
and substance to the 
scenes inside the dreamscapes. These 
spiderlike creatures come in two vari¬ 
eties; light-colored drnim spinners and 
dark weavers , who create the tapestries of 
nightmare. 

Dreamweavers are spiders no bigger 
than h inches in diameter. The type that 
weaves beautiful silken dreams has a light- 
colored body, usually the same color as the 
morning sky. The type that weaves nightmare 
webs has a sleek body as dark as the deepest 
night. Both types have matching striped legs. 

These spider creatures are not known to com 
municate with other races in any obvious way, 
though it appears that they do communicate 
with each other. The Nightmare Man (of the 
Nightmare Court) also seems able to com¬ 
municate with at least the dark weavers, 
though whether this is a learned skill or 
some special power has never been con¬ 
firmed. 


Combat: Dreamweavers usually avoid 
direct contact with other creatures. 

They are not malicious or violent in 
any way They seem to be interested 
oniy in weaving dreams and night¬ 
mares from the raw material churning in 
the minds of dreamers. 

When forced to defend themselves, the spiders can deliv¬ 
er a relatively weak bite that inflicts 1 point of damage. 
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Dryad, Hamadryad 


CUMATE/TERRAIN: 

FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Temperate* subtropical 

forest 

Very rare 

Solitary 

Any 

Water ami sun- 
lighi 

High {13-14} 

Nil 

Neutral 


NO. APPEARING: 

1-2 

ARMOR CLASS: 

7 

MOVEMENT: 

15 

HIT DICE: 

4 

THACCk 

17 

NO. OF ATTACKS: 

1 

DAM AGE/ATTACK: 

Id3 {pummel) 

SPECIAL ATTACKS: 

See below 

SPECIAL DEFENSES: 

See below 

MAGIC RESISTANCE: 

75% 

SIZE: 

M (5-5^ tall) 

MORALE: 

Steady (11-12) 

XP VALUE: 

650 


IT esc woodland spirits appear to be beautiful ehen or 
human females, except that they have deep, sparkling, 
green eyes and long green hair. They are peaceful, 
quick-witted, and polite, but shy They rarely speak to 
humans and their ilk. Like their cousins the dryads, 
each hamadryad is linked to an individual oak tree, 
however, a hamadryad can leave the vicinity of her 
tree. 

Hamadryads speak the languages of dryads, 
elves, pixies, sprites, and sometimes (33%) the 
common tongue, which they leam from 
drarmed victims. A hamadryad also is 9(1% 
likely to speak the languages of centaurs, 
fauns, treants, and the druids. 


Combat: Hamadryads often earn 
knives, daggers, or similar weapons, but 
they shun physical combat and prefer to use their magical 
abilities instead. Hamadryads can cast hold plant once a day 
and charm person three times a day (at a -3 saving throw 
penalty) as casters of ttth-level ability. Hamadryads can use* 
at will, speak with plants, animat friendship, entangle, pass without 
trace, dimension door (from tree to tree only, maximum range 
660 yards), and quench fire (as the reverse of the 7th-level priest 
spell fire storm), also at Uth-level ability. 

1 iamadryads always successfully detect snares and pits and 
cannot be entangled. A hamadryad can automatically discern 

the nature of magically-created trees or vegetation such as 
those generated by mnssrnorfih, tree, or hallucinatory forest spells. 
They recognize trcanLs and treanNznntrolled trees on sight. 
They can enter any living tree using the 6th-level priest spell 
transport via plants, and remain there as long as they wish; If a 
hamadryad enters a tree containing a spellcaster who is using a 
plant door ; pass plant , or transport via plants spell, then? always is 
room in the tree tor the hamadryad and she can attempt to 
charm the spell caster. The saving throw against this charm has 
a -6 penalty These special charms can be used at will and in 
addition to the hamadryad's three charm person spells each day. 
The special charm even works on druids of 7th level or higher. 

Hamadryads are immune to the effects of the otiJ woodland 
beings spell, but are aware of the spell if they are in its area of 


effect. Usually {*30%) they travel to the 
caster's location to observe. If the 
caster's goals are not contrary to tile 
hamadryad's, she serves of her 
own free will. Hamadryads who 
are expecting trouble usually 
gather a cadre of charmed 
people and friendly animals. 
White these allies fight, the 
hamadryad dimension doors 
from tree to tree, using entan¬ 
gle and charm to disorganize 
and demoralize foes. 


Habitat/Society: 

Hamadryads are found 
only in ancient, vast 
forests far from civiliza¬ 
tion. They dislike non¬ 
to rest e n v iron m en Is 
and almost never 
willingly leave the 
woodlands. 

Hamadryads sel¬ 
dom argue with 
other woodland 
creatures. They are 
fond of dryads and 
treants and always arc 
on good terms with 
them. Frequently they 
use their quench fire abili¬ 
ty to aid these creatures. 
They give all treasure they 
find to their dryad friends 
for safekeeping. They are 
uncomfortable leaving treasure 
in their unguarded trees as they 
do not wish to encourage greedy 
beings to chop down large trees in search 
of wealth. On the other hand, hamadryads 
know must treasures are eventually found no matter 
how well hidden and that an item in a dryad's possession can¬ 
not be used to hurt the forest. 

Like dryads, hamadryads are attracted to comely males. 
However, they are not possessive of males who succumb to 
their charm abilities. They take charmed victims deep into the 
forest where the victim is compelled to perform some service, 
usually protecting the trees from woodcutters and the like. 
When the service is complete, the hamadryad releases the vie- 
tim near a dryad’s tree, where the victim might be charmed 
again. If not, the victim is free to leave the forest 


Ecology: Hamadryads do not eat They get all the nourishment 
they need Irom sunlight, through the chlorophyll in their hair 
and from the water they drink They prefer fresh water from 
springs or wells, but can survive on water that has been fouled 
by human or animal wastes. A hama dryad imprisoned indoors 
will die of starvation in 1 (>-20 days unless given access to sun¬ 
light for at least one hour a day A hamadryad shorn of her hair 
starves unless she is allowed to re grow her hair. 

A hamadryad's tree is always huge and old, but does not 
radiate magic or show other signs of its true nature, though 
careful questioning with a Speak with plants spell probably will 
reveal the tree for what it is. 
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Dwarf, Arctic-lnugaakalikurit 


CUM ATE/TERR AI N: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAMAGE/ATTACK; 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE; 

MORALE: 

XP VALUE: 


Arctic (Great Glacier) 

Rare 

Clan 

Any 

Omnivore 
Varies 13—IS) 

M (QxS) 

Varies, usually lawful neutral 


KV100 
8 ( 10 ) 

6 

1 

19 

1 

ids (weapon) 
See below 
See below 
See below 
S (2-3' tal!) 
Elite (13) 
Varies 


Squat, hardy, and eccentric, the Irmugaakalikurit are the only 
dvvarvers race native to the Great Glacier region of ToriL With 
blocky bodies, pinched faces, and stubby legs, the arctic 
dwarves resemble normal dwarves who have been squashed. 

They seldom exceed 3 feet in height, and are nearly as broad 
as they arc tall Their eyes arc bright blue, their cheeks as 
ruddy as apples. Normally, their skin is white, almost bluish, 
but because of their fondness for basking under the bright sun 
many of them are sunburned red from head to toe, a condition 
that causes them no discomfort or other ill effects. 

Their fingers and toes are thick and blunt, their feet flat anti 
wide, enabling them to walk on the snow without sinking. 
Curly white hair covers their heads and tumbles down their 
backs nearly to their waists. Males sport short beards and 
twisting moustaches. Both sexes favor simple tunics of polar 
bear fur Inmigaakalikurit arc always barefoot. 

Arctic dwarves speak their own language. They also speak 
the languages of white dragons, yeti, frost giants, and selkies. 
Their high, gentle voices are particularly suited for singing. On 
Tori I, they speak a dialect similar to that of the Uluduns (a 
human tribe from the same area). 

Combat: Though peaceful at heart, arctic dwarves relish recre¬ 
ational combat; a group can pleasantly pass an afternoon by 
pounding each another into unconsciousness. They are also 
excellent hunters and fishers. However, they studiously avoid 
war and won't engage in combat except to defend themselves 
or their families An arctic dwarf isn't likely to risk his life to 
defend a principle or acquire treasure, considering such 
actions to be the height of stupidity. 

The arctic dwarves are extremely strong; a pair of them can 
carry a full-grown polar bear, and a single innugaakalikurif 
can effortlessly lift an adult human off his feet Their preferred 
weapon is a bulky bow called an eMak that fires thick arrows 
with sharp barbs, capable of inflicting IdH points of damage. 
These dwarves gain a +2 bonus to hit when using an eyklak, 
but because of the weapon s awkward shape, members of 
other races suffer a -2 penalty when using it. On occasion, the 
Inmigaakalikurit employ battle axes and spears, 

Arctic dwarves don't wear armor, but the thick layers of fur 
worn by their hunters and scouts give a protection of AC 8. 

In addition to all of the special abilities of dwarves listed 
in the Flayer's Handbook, the arctic dwarves suffer no ill 



effects from cold temperatures. They are immune to all cold- 
based attacks, such as a cone of cold spell or white dragon's 
breath. 

Habitat/Society: Though a few Inmigaakalikurit settlements 
are found in the ice-covered mountains in the northern reaches 
of die Great Glacier, most live in small villages in the highest 
peaks of Novularond. A typical dan consists of about 100 
members. Of the able-bodied adults, about SO 4 ';* are Ist-level 
fighters, 10% are 2nd-to 4th-level fighters, 5% are 5th-level nr 
higher fighters, and the rest are rangers (to 8th level) and 
thieves (to 8th level), The eldest male serves as dan leader, 
though opinions of at! adults are freely solicited. The homes of 
the dwarves are caves or simple structures of snow blocks. 

The life of the arctic dwarves focuses on hunting, gathering, 
and raising children. Singing, storytelling, and contact sports 
(such as boxing and wresting) occupy their leisure time. 

Innugaakalikurit are fascinated by weapons of all types. 
When coming across an unusual weapon—which for them can 
be any tiling from a scimitar to a trident to a blowgim—they 
may Spend hours turning it over in their hands, admiring its 
craftsmanship and discussing its merits. A few of these 
dwarves maintain sizeable collections of odd weapons. 

Ecology: Curious and outgoing, the InnugaakaUkurit are quite 
sociable and maintain friendly, if distant, relationships with 
other races They despise frost giants, with whom they have 
long-standing territorial conflicts. Favorite foods include fish, 
caribou, and polar beat- 
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Dwarf, Urdunnir 


CLIMATE/! ERRAIN: 
FREQUENCY; 
ORGANIZATION; 
ACTIVITY CYCLE 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Underground 

Rare 

Clan 

Any 

Special 

Very (11-12) 

M, Q (H, RxlO) 
Neu tral 


NO* APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE; 

THACO: 

NO, OF ATTACKS: 

DA MAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE; 

XP VALUE; 


KM 00 
0 

6, Br 6 (stowc W6lk) 
2 
19 
2 

ld4 

See below 
Sue below 
25% 

M (4 f and taller) 
Elite (13-14) 

975 

Leader 2,000 


A long-forgotten offshoot of the dwarves, urdunnir means 
"Onecutter " in the urdunnir language, which is closelv related 
to dwarvish (a speaker of one language can understand about 
75% of the other), Dwarven legends statu that urdunnirin are 
specially blessed by the dwarven deity Dumathoin 

Urdunnirin look much like mountain dwarves. Their skin 
lends to In: light gray, while their long beards range from light 
gray to dark gray Their eyes are silver. Urdunnirin take very 
good care of their facial hair, but otherwise pay little attention 
to grooming (females do not have facial hair). 

Urdunnirin usually wear a tight-fitting, one-piece garment 
composed of stone and/or metal The urdunnirin use their 
innate abilities to make these garments flexible. Only tire leaders 
of the urdunnirin wear garments made completely of metal. 

Combat: Urdunnirin rarely attack other creatures, though they 
will defend their homes, families, and treasure hoards to the 
best of their abilities. Each urdunnir has the ability atom* uwlk. 
to pass into and through stone and earth as if it were air. t his 
ability adapts well to ambush tactics, and opponents have a -3 
penalty to their surprise mils 

Urdunnirin are able to move objects through stone with them, 
Up to twice the urdunnir f s body weight can be transported in 
this manner. For the urdunnir to use this ability offensively, the 
urdunnir must make a successful attack roll to grab the subject, 
who is then allowed a saving throw vs. petrification to break 
free. If the saving throw fails, the urdunnir can transport all or 
part of the victim's body into the earth or stone, and then release 
him. The victim's body then binds with the earth, resulting in 
death* Only a wish will rev erse such a death A phase door spell 
cast on a - tone walking urdunnir will instantly kill the dwarf. 

Urdunnir have an innate stone ability. Once per round, 
they can affect up to eight cubic leet of stone as per the spell. 
Casting time is 1. and no spell components are required. 
Urdunnir lairs often hav e several ingenious traps designed to 
take advantage of this power. 

An urdunnir who concentrates for a full round can shape metal 
in the next round. Up to five cubic feet of metal can be affected 
per use. Li an urdunnir uses this power on metal carried or worn 
by another individual, an attack mil is required. An urdunnir 
prepared for an attack by a metal weapon can shape it as it hits, 
taking only half damage and rendering the weapon useless. 



Magical weapons and armor are allowed a saving throw vs. 
spell against this power at their user s level, and adjusted by the 
item's bonus, ft all else tails, urdunnirin attack with their fists, 
inflicting Id4 points of damage per hit. They never use weapons. 

An urdunnir leader, an a Uni ("gold lord") will be encoun¬ 
tered with 20 or more normal urdunnirin. Alirds wear silver or 
gold garments and have 3 Hit Dice and Armor Class -2. They 
do not need to concentrate for a full round to shape metal, but 
can do so immediately 

Urdunnirin are resistant to poisons, gaining a +4 to saving 
throws against such attacks* 

Habitat/Society: Urdunnirin use their abilities to collect ore 
and gems from the earth, and to shape those riches. Their lairs 
are decorated with many statues and fantastic works of gold 
and other precious metals. 

Like dwarves, urdunnirin have a clan-based society with 
each dan specializing in finding and shaping a certain sub¬ 
stance Known dans include Marble, Gold, and Ruby. 

Ecology: Urdunnirin do not live on normal foods, eating gems 
instead, Dumathoin provides each settlement of urdunnirin 
with a self-replenishing supply of precious stones solely for 
eating. The urdunnirin guard these sources to the death. 

Urdunnirin are great enemies of the uirn, which often attack 
them. They will kill xom on sight. 

When the dumrven race zvas yimug, the god Dumathoin gme 
an fin/ that they burrom-ii into his mountains, taking the lie lies he 
luhi hidden in the earth. Though he soon began to take pleasure in 
the creations tiny made, for a time he was wry upset. During this 
time, he created the urdunnir race from certain mountain dwarws, 
and hid them far aum from the other dwarves. Hie urdunnirin, with 
their ability to pass through stone, could hunt for ores and ginus 
without destroying the mountains. Dwarven legends still tell of this 
lost race, which they call sonsamnwi, or 'stoneffiendD 
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Eel, Giant Moray 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION; 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Aqtiatk 

Raa* 

Solitary 

Any 

Ca rn i v ore/ scavenger 
Animal {]) 

Incidental 
Neutral evil 


NO, APPEARING; 
ARMOR CLASS: 
MOVEMENT 
HIT DICE: 

THAC0: 

NO, OF ATTACKS: 
DAM AGE/ATTACK; 
SPECIAL ATTACKS; 
SPECIAL DEFENSES: 


MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VA LUE: 


1 (7-12 in lair) 

4 

Sw 6 
5 + 

15 

M2) 

2d4 or ld4+2/1d4 

Jaw lock, disease, tail lash 

Immune tn fear and disease, +4 

saving throw bonus vs, enfeebtc- 

ment effects 

Nil 

L to H (8* to 2(1 J long) 

Steady (12) or Fearless (20) 

HD 5 to 5+3: 420 

HD 5+4 to 5+12: 650 


These aquatic predators ore evil, cruel creatures—slow, but feared for 
their diseased bite and their fearlessness once thev have seized prey. 
Giant morays have brown, mottled, thick, leathery skin, with lighter 
brown or yellow-bitvwn spots on their dorsal surface. They have pro- 
no u need incisor tooth, and their unblinking eyes seem to reveal their 
baneful nature. Both freshwater and saltwater versions exist, identi¬ 
cal save for their chosen environment. Giant morays are very long- 
lived, w ith some specimens believed to have survived for hundreds 
of years Older individuals are larger than most; length is h+ldfHTdS 
feet, and for every toot in length above 8 feet the moray gains an 
additional Jut point (so a 2<Moot-Jong specimen has HD 5+12), 

Combat: Giant morays usually conceal themselves in fissures in 
reefs, beneath stones, in the sand of the >ea bed, or in weeds, kelp. 

Lie They hinge forth lo attack prey with their bite, and they will 
attack virtually anything, irrespective of ils siyeor strength. A suc¬ 
cessful attack made with a score of +4 or better above the minimum 
number needed to hit, or a natural 20, means that the moray has 
gripped ils prey firmly and locked its jaws into the wound, causing 
automatic damage thereafter | ld4+2). Normally, morays have steady 
morale (ML 12), but once a moray has locked its jaws in this wav it is 
fearless (Ml 20) Furthermore, even if the moray is killed the jaws 
remain locked in the wound and have to be cut away, or else the vic¬ 
tim continues lo bleed (though automatic damage is now reduced lo 
Id2 points per round), Cutting away the head of the moray in this 
manner requires one round of work with a dagger or knife, and the 
cutter must m.;kr a Dexterity check. Failure means that the knife or 
dagger slips and ihc unfortunate bitten victim suffers a further Id4 
points of damage froTn this accidental wounding 

A lock-jawed moray bile causes a ra/b>ry disease (no sav ing throw). 
After 12+um hours (he bitten body part becomes swollen and very 
sore (“2 to Dexterity due to swelling); it mts away within Id4-4 
days. A rim* iftsrrtst* or hetti spell can prevent or reverse Ihe Dexterity 
loss and slop the mt. 

As a rule, giant morays use their tail lash attack only if they have 
locked jaws on a victim, when they employ it against secondary targets 
on their flanks. A giant moray out of the water can employ Its tail lash 
m addition lo its bile attack though not against the same target Giant 
morays arc wry tough creatures, and if removed from water they can 
survive for 1Q+1d 10 rounds before expiring from an inability to breathe 



Giant morav eels are immune to all forms of fear and disease and 
gain a +4 bonus to all magical attacks that have a primary effect of 
reducing strength {ray af enfecbjmenf, weakness, etc), 

Flabi tat/Soeiety: Giant moray eels are solitary creatures, though 
rarely several will share a stretch of reef, rocky outcrop, etc. They 
have almost no form of social organization, though each individual 
knows the extent of its territory and does not usually intrude on 
those of olher morays. Morays do not cooperate in any form (in com¬ 
bat, etc ). Even mating between them can be hazardous, with males 
and females as likely to attack and eat each other as cooperate in llje 
production of young Young moray^ are bom with 2 HD and are 3 2 
feet in length; they gain 1 HD and 1 2 feel in length for every month 
of growth up to 5 HD. Thereafter the rati* of growth slows, with the 
moray gaining an additional hit point and extra foot of length even 
decade. Few surv ive to adulthood, as immature morays have many 
enemies (including adult morays, who will consume younger ones, 
given the chance). Rut since the adult giant moray has few natural 
predators, their numbers tend tn be relatively stable. 

Ecology; Giant morays are thoroughly unpleasant creatures and are 
feared by almost all intelligent aquatic creatures tor their ferocity, fear 
lessness, and lack of discrimination (they will attack anything, even a 
krnken, il it gets dose enough). However, thev rarely move from their 
own small territory, preferring to w r ait for prey to come lo them, which 
minimizes their dangemusness somewhat In addition to being indis¬ 
criminate carnivores, they are also unfussy consumers of carrion of all 
kinds. Giant morays will gleefully gulp down all manner of detritus, 
no mailer how rotten or diseased, and this habit explains their own 
ability to Inflict disease with their bites. As scavengers they have a use¬ 
ful role in aquatic ecology, since they consume refuse and carrion 
w hich few other creatures would consider edible* The giant moray has 
few natural predators: only creatines of the size and strength of sharks, 
km ken, and the like prev on them. 

Treasure found in a moray Ian will be incidental: anything 
dropped by victims of the eel. 
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Elemental Fire-Kin—Tome Guardian 


C LI M ATE/TERRA IN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Any 

Very rare 

Solitary 

Any 

Fire, electricity, and heat 
Average (8-10) 

One guarded object 
Neutral 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAM AGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1 

2 

12 (or as guarded object moves) 
4+4 
17 
1 

ld4 

Fireburst 

Spell immunities, healed bv fire 
Nil 

T(V-T tall) 

Fearless (20) when bound 
Elite (13-14) when free 
3,01X) 


The tome guardian (sometimes mistakenly heard and passed 
on as "tomb guardian") is a creature of the Elemental Plane of 
Fire. Its nature and activities there are unknown, but it can be 
summoned to the Prime Material plane by magical means to 
serve as a guardian. 

The tome guardian is typically bound to a magical tome 
(thus its name), but can also be found guarding another object 
instead . An object with a tome guardian can be protected by 
symbol or glyph as well. There are rare reports of two or more 
tome guardians being bound to the same item, but such 
reports have not been confirmed by reliable sources. 

Tome guardians have never been known to attempt commu¬ 
nication with fleshy beings, but can apparently hear and 
understand Common (and perhaps other languages). 

Combat: An object protected by a tome guardian typically 
shows no sign of being inhabited, except that it radiates a faint 
dweomer and a small amount of heat- The tome guardian 
shows its presence only when its object is touched, or when 
the object or the guardian itself is attacked. A tome guardian 
always uses this attack against a bookworm or any other crea¬ 
ture attempting to consume or strike the object it is guarding. 

It never attacks a master for whom it guards an item. 

The tome guardian's preferred method of attack, which it 
can use only three times per day, is a fireburst, a pencil-thin, 
white-hot flame; though the tome guardian can use the attack 
only three times per day, il cannot miss its target. Only one 
fireburst per round can be released by a single tome guardian, 
and it can affect onlv one target per release. The fireburst can 
operate through clothing or armor, or even through weapons; 
thus, it can be used without fail against any creature that 
touches or physically attacks the tome guardian or its protect¬ 
ed object. The fireburst can also be passed through a mental 
attack or attempt at mental communication of any kind, 
whether from spell, item, or natural ability, to the individual 
that launched the mental attack or communication. 

The firebar^ deals 6d4 points of internal damage (no sav¬ 
ing throw) to all creatures not immune to the effects of heat 
or fire. Human, demihuman, and humanoid beings who sur¬ 


vive a fireburst attack are rendered unconscious for U14+I 
turns unless they make a successful saving throw vs. poison, 
with a -3 to the roll, due to the shock of their blood boiling 
momentarily in the area affected by the fireburst, 

The fireburst does not generate any incidental heat or flame 
that might damage surrounding creatures or objects (such as 
the item being guarded). If two or more creatures laid hands 
on a guarded object simultaneously, and the guardian generat¬ 
ed a firehursl in one of them, the other(s) would not be affected 
or even feel it. 

If the tome guardian or its object is attacked or touched, and 
the tome guardian is unable In launch a fireburst, it can attack 
normally by swiping a fiery tendril at an opponent. The attack 
causes only Id4 points of damage, but will set tire to flamma¬ 
ble materials that fail a saving throw vs. magical fire. The tome 
guardian saves this attack for a last resort, because of its com¬ 
parative weakness. 

A tome guardian can absorb fiery or electrical energy 
impinging upon it (when it guards an object, il envelops it, 
and thus absorbs all fire directed at the object), whether of nat¬ 
ural or magical (e*g fireball or lightning holt) origin. It gains a 
number of hit points equal to the number of points of damage 
the fire(s) or shock(s) would deal to an unprotected creature; 
this replenishes any damage It has suffered and then increases 
the creature's own hit points temporarily (for the following 24 
hours). During this time, the tome guardian can add any or all 
of this additional energy directly to the damage dealt by any 
firebitrsi attack! s) it makes. Heat energy, such as that caused by 
the heat metal spell, the guardian merely absorbs. 

A tome guardian is immune to the attacks of, but cannot 
itself harm, a fire elemental, salamander, wilho-wisp, and xag- 
ya. The tome guardian can also absorb and redirect any appro¬ 
priate energies from these creatures' attacks. On rare occa¬ 
sions, tome guardians have been known to cooperate with 
such creatures for mutual survival and protection. 

Cold inflicts double damage on the tome guardian; water- 
based attacks, it should be noted, do not. All physical attacks 
upon the object guarded do not harm the object until the 
guardian is destroyed, because it gathers its form into a rigid 
shell to ward of I blows; however, because of this, all such 
attacks inflict the maximum possible damage upon the 
guardian. When a guardian is in free form, physical attacks 
inflict normal damage. 

Tome guardians can be affected by most spells normally but 
are aided by fire, electrical, and heat attacks, and unaffected by 
enchantment/charm magic such as maze, sleep, and suggestion 
{although gess is an exception), Door spells (such as phase door or 
dimension door) do not affect guardians, and are v iewed as attacks 
Tome guardians cannot be psionteal I v dominated, and anyone 
attempting ESP or similar mind-meeting magic, by spell, item, or 
natural ability, finds that attempts to attack, control or change a 
guardian cause it to attack (and,as mentioned, that it can some¬ 
how employ fireburst attack through such a mental link). 

A tome guardian can be "driven out" of the object il is 
guarding by the casting of a dispel magic (the guardian receives 
a saving throw- vs. spell; it the saving throw is successful, the 
creature is unaffected)* Even the individual who bound the 
guardian to the object can dismiss it onlv in this way. The 
guardian will be seen leaving the object, even in darkness, 

Ilabitat/Society: Little is known of the tome guardian's life on 
the Elemental Plane of Fire, but interactions observed on the 
Prime Material Plane indicate that they are on reasonably good 
terms with most other creatures of flame. Only fire elemental* 
Lhat meet the parameters discussed here are summoned as 
tome guardians, so It is unknown if they have a weaker form 


38 



Elemental Fire-Kin—Tome Guardian 



(such as the lesser elemental summoned by a Daftfrtis fiery pro¬ 
tector spell) or develop into something else later. 

A.mage summons the tome guardian by casting an ensttare- 
ment (sending or demand can work if the guardian's name is 
known; they do have personal names), and compels it to ser¬ 
vice by the use of a bunting spell The object to be guarded 
must be visible to the mage, who indicates it (by pointing and 
speaking) to the guardian. Tome guardians do not mind pro¬ 
tecting an object, for unknown reasons of their own. and 
unless otherwise attacked are not hostile. 

The guardian envelops, and appears to merge 
with, the object it has been bound to, ...***"' 

becoming invisible. The object radi- f* “hy 

ates a faint dw earner, and infmin- 
sion detects the presence of the 
guardian—but the creature can* 
not be telepathies I ly contacted or 
in any way coerced, tricked, or 
forced to leave its object except as 
described previously {through the 
use of a dispel magic)* A guardian 
can guard only one physical 
object—and if the object is com¬ 
posed of readily separable parts, 
only one part (for example, a 
sword or its scabbard, not both). 

The guarded object must be small 
(of less than lour cubic feet vol¬ 
ume), and nonliving. Usually magical 
tomes of lore are so guarded, hence the 
guardian's name. 

An individual can summon only one 
tome guardian per 24 hours. 

Normally, only one guardian can 
be bound to any object, though 
unsubstantiated reports sug¬ 
gest the presence of two or 
more within a single iLcm is 
possible. If so. the method for 
binding more than one tome 
guardian to a single object is a gen 
era My unknown process, available 
only through the most obscure 
of arcane lore. 

Guardians that are summoned 
to the Prime Material Plane but 
not successfully bound to an 
object, or who have been driven 
forth from the object they were 
guarding, assume what is 
known as their "free form/' and 
remain on the Prime Material Plane 
for 2d2Q turns before "dwindling away/' 
returning to their own plane by natural means* They are not 
under any being s control during this time, and attack any 
creature who attacks (or attempts to control] them. Otherwise, 
they are attracted to large fires, of natural origin (such as vol¬ 
canoes and forest fire) or manmade (like bonfires, forges, or 
even isolated campfires}, 

A tome guardian can be bound to a magical item, serving as 
a protector, or perhaps even being trained to release afirtiburst 
if its guarded item is used in an attack (for example, if a tome 
guardian is bound to a sword, then that sword could be used 
to deliver three/irdmrsts per day, in addition to any other 
powers it has), it attached to a magical item that produces 
flame or electricity (such as a ring of shocking grasp), the tome 


guardian absorbs such energies and prevents their function, 
However, at the DM's discretion, such energies might be used 
lo enhance the tome guardian's fird'urst ability 
Symbols and glyphs cast upon a guarded object do not affect 
the guardian, and function normally against others. Note that 
fiery or electrical protective spells such as explosive runes and 
fire trap can be cast upon a tome guarded by a guardian, but 
the creature absorbs the spell energy as it is being cast, so that 
the spell's protection does not exist (and the guardian gains, 
for a day, hit points equal to the maximum damage these 
spells would have dealt)* 

Tome guardians can coexist peacefully with guardian 
vugo laths, guardian familiars, homunculi, and the like, as 

well as with other creatures of elemental 
fire. If a guardian is brought into the 
presence of a xeg-yi, they attack each 
other at once. Otherwise, the tome 
guardian i> peaceful and solitary, at 
least on the Prime Material Plane* 

Ecology: Tome guardians might col¬ 
lect treasures on their home plane, 
but on the Prime Material Plane, a 
tome guardian is never found with 
more treasure than the item it 
guards and whatever might be lying 
nearby They collect nothing, and 
they do not pursue prey of any kind. 
Sages who know about these crea¬ 
tures generally agree that they 
must feed on warmth, fire, and 
perhaps even light, and that they 
may even take nourishment from 
the heat of bodies they cause to 
bum. 

If killed, a tome guardian's 
essence dissipates in a wave of heat 
and a dusting of ash. Tile ash has 
proven a viable ingredient fur oil of 
fiery burning and smoke powder and 
would presumably serve well in other fire- 
related potions or magical items. The heat 
released by the death of a tome guardian has 
been suggested as a means to temper a ring of 
fire reststtime. The creature's fireburst might also 
be useful in igniting the flame powers of certain 
items, like a flame tongue sword; however, touch¬ 
ing an item to the tome guardian in hopes of this is 
a dangerous proposition, because the firebursi aLtack 
still affects the wielder of the item* 

It is also possible, as hinted at before, to bind a tome guardian 
to an item specifically to make that item magical in fact, a small 
number of firebwsl daggers, daggers with bound tome 
guardians, are known to exist. For the first three attacks each 
day with such an item, roll an attack roll against AC 10, adjust¬ 
ed only by Dexterity and any magical bonuses. If the attack is 
successful, tile tome guardian propels aftrehurst into the victim. 
The fireburst is not used if the item does not hit. Once the item 
lias hit three times, it cannot use fireburst again until the next 
day, but it can still be used as a normal item of its type. 
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Elf, Rockseer 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 

Subterranean 

Very 7 rare 

Tribal 

Any (night) 

Omnivore 

High to Supra “genius (14-20) 

M + 1 jewelry (U, W) 

Neutral 

NO* APPEARING: 

5*20 (100 in lair) 

ARMOR CLASS: 

4 00) 

MOVEMENT: 

12 

HIT DICE: 

1+1 and up 

THACft; 

19 or better 

NO. OF ATTACKS: 

1 

DAMAGE/ATTACK: 

11 v weapon 

SPECIAL ATTACKS: 

+1 with long sword 

SPECIAL DEFENSES: 

Mefd into stone, immune to petrifi¬ 
cation, 90% resistance to sleep, 
charm, hold, and weh, communal 
powers 

MAGIC RESISTANCE: 

50% vs. Earth magic 

SIZE: 

M tn 

MORALE: 

Champion (15-16) 

XP VALUE: 

Variable (420+) 


Rockseer elves are the rarest of all elvenkind, They are far 
taller than most of their kin, with a few reaching almost eight 
feet in height. An average weight for a Rockseer is between 
120 and 140 pounds, with little gender difference. Rockseers 
are very pale-skinned, and they have no body hair. Head hair 
is extraordinarily fine, always worn long, with the appearance 
and texture of exquisitely fine silk. The hair is silver, and eye 
color is invariant: a pale, almost ice-blue. They are andfbge- 
nous in appearance, making it difficult for outsiders to tell 
males and females apart. 

Rnckseers have been separated from the rest of elvenkind 
since mythic times. Their awn history tells that they were cow¬ 
ards at the great battle of Corel Ion 1 arethian and Lolth, fleeing 
the combat and taking refuge far below ground. They have no 
knowledge of surface elves. They know of the draw and hate 
them, avoiding them whenever possible. They are extremely 
Seelusive and shim the company of all other races, including 
the svrrfneblin. Hie only exception to this are pech, with 
whom Rockseers sometimes form friendships, 

Rnckseers dress very plainly in cloaks and garments which 
blend in with their surroundings, brown and gray being the 
favored colors. These garments are wov en from tough fungal 
fibers, but such is their craftsmanship that they appear almost 
to be normal clothing. Treatment with plant extracts renders 
them waterproof and relatively fire resistant. In contrast with 
this plain garb, they wear rich jewelry, usually of gold and sil¬ 
ver and always set with gems. 

Combat: Rockseers eschew fighting whenever possible. They 
are too few in number to risk pointless deaths. Their under¬ 
ground special skills are so great that they can genera 11 v 
escape combats when they wish to; they are rarely even seen 
by potential aggressors. If forced to fight, Rnckseers are 
unflinching. They always tight to the death to defend others of 
their own kind, They rarely possess bows (suitable bowstrings 
are difficult to come by in the Lnderdark) and prize such 
items, but they employ swords, spears, and stone quarter- 
staves which are hard as any steel 

The special attacks and defenses of these elves are formida¬ 



ble. They gain a +1 bonus to attack rolls with long swords (but 
not with bows). They are 90% resistant to steep, charm* hold, 
and Hvb spells and wholly immune to petrification. They have 
50% magic resistance against all Elemental Earth spells hut 
suffer a -1 penalty on saving throws against Elemental Air 
spells. 

Rockseers are armed with long swords (50%h long sword 
and dagger (25%), or long sword and short sword (25%). 
Weapon possession is also variable depending on class type. 
Missile weapons, save for the rarely employed staff-sting or 
bow, are not favored by Rockseers. it they have enough dis¬ 
tance to use missile attacks, they have enough distance to use 
spells or simply to meld inti* stow and escape. 

Even Rockseer has the ability to meld into stone from child¬ 
hood, this talent is usable thrice per day until the Rockseer 
reaches maturity (at the age of H) to 70 years), after which time 
it is usable at will Rockseers who are of 3rd or higher level 
can $tone walk (walking through stone as if through air) for a 
total distance of 100 yards once per day; this distance increases 
by H10 yards for each additional level gained, A Rockseer of 
9th level can take one additional human-sized creature with 
him or her on such a stone walk; this number increases at the 
rate of one passenger per level beyond 9th (thus at 10th level 
the Rockseer could take two companions), Rockseers intuitive¬ 
ly sense distances between passages and caverns separated by 
walls, so that they always know whether a stone walk ran take 
them In a safe place nr whether they might be trapped in solid 
stone at the end of the walk. Rnckseers of 5th and higher lev¬ 
els can stone shape once per day, and those of 9th or higher 
level can employ stone tell once per dav, 

Rockseers also have communal powers, A group of three nr 
more Rock seers with a total of 10 or more experience levels cari 
create a ml! of stone at will, and a group of five or more with a 
total of 20 or more experience levels can conjure a huge earth 
elemental once per day (that is, any Rockseer who participates 
In Such a conjuration cannot do so again until the next day). 
Tliis elemental has 20 HD and at least 5 hp per die, and it can¬ 
not he turned hack against its su mm oners. Spell effects are con¬ 
sidered to be at the aggregate experience level of the Rockseer 
group for the purposes of dispelling the elemental 
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Elf, Rockseer 


Rockseers can bo warriors, wizards, thiev es, warrior-thieves, 
or warrior-wizards. There is no priest class {the elves believe 
themselves to be shunned by the eiven Powers for their cow¬ 
ardice, and tales of the Powers are all hot forgotten by these 
people). As warriors, they can attain 11th experience level 
maximum* As thieves, they can attain 13th level maximum. As 
wizards, Rockseers can attain 18th level maximum. 

Rockseer wizards (single-classed only) gain special bonus 
spells as they gain experience lev els. At 5th level, they can 
memorize Mclf's acid arrow as an additional spell. At 9th 
level, Maximilian $ stony grasp* is the bonus spell. At 15th 
level, a Rockseer wizard gains a bonus add storm* spell 
f 4 these latter two spells are found in the Tpim* of Magic book), 
Rockseer wizards also add !% per level to their magic resis¬ 
tance against Elemental Earth spells, and if they cast such 
spells at others not of their own kind, the target incurs a sav¬ 
ing throw penalty of -1 per five levels of the Rockseer (round 
fractions above one-half upwards). Rockseer wizards can cast 
all priest Elemental Earth spells as if wizard spells of the 
same level. 

Rockseer wizards of 11th and higher level know the secrets 
of creating magical " familiars " (more correctly, golem-like con¬ 
structs) called stone dragonets. These incredibly intricate slen¬ 
der stone statuettes are 12 inches long plus an additional 9 
inches to 12 inches of tail; they move as if perfectly articulated, 
and the finest of them have gems of extraordinary kind as 
eyes. A stone dragonet has AC -2. HD 2, hp 16, and attacks 
three times per round for Id3/ld3/ld4 (claw/claw/bite). It 
has 23% general magic resistance, 75% resistance to Elemental 
Earth spells, and complete immunity to petrification (obvious¬ 
ly), illusions, gaseous attacks, poison, paralyzation, and spells 
which affect corporeal bodies generally. A wizard with such a 
familiar gains a -2 bonus to his or her own Armor Class and 
cannot be surprised. If the gem-eyes of the statuette are each 
of value not less than 5,000 gp, the eyes of tine dragonet can 
cast a brilliant eycbite glare once per day if the correct spells 
Eire cast during line creation of the familiar. 

Rockseer elves have 240-foot in fra vision, Thev do not, as a 
rule, possess many magical items. Non wizards have but a 5% 
chance per level of owning a magical weapon. Wizards have a 
10% chance per level of owning a magical item of appropriate 
kind, but these are often powerful indeed. The greatest wiz¬ 
ards are reputed to possess special wands of steam and vapor 
which create acrid clouds of burning, blinding acid (6d6 points 
of damage the first round, 4d6 the second, and 2dh the third 
and final). 

On account of their longevity (they have a natural lifespan 
of over 1,400 years), groups of Rockseers are almost always kd 
by an experienced veteran, a warrior or warrior-wizard of at 
least 5th for 4th/4th) level A sizeable group (30 or more) will 
have at least one warrior of 7th to 10th level (6+ld4) and also 
a wizard of 7Lh to 12th level (6+1 d6). In the central lair of a 
Rockseer clan, where up to a hundred may he gathered togeth¬ 
er, the dan chieflain is usually a wizard of surpassing skill 
(level .12+1 dti) and has ld3+2 advisors/bodyguards who are 
eiLher (50%) warriors of 10th to 11th level or wizards of 11th to 
14th level (but not of higher level than the chieftain). 

Rockseer elves have a -1 penalty to their initial Strength, 
Constitution, and Charisma scores, but they gain +1 bonuses 
to Wisdom, Intelligence, and Dexterity. 

Habitat/Society: Rockseers believe that ail they have is them¬ 
selves and the riches of the earth. They are powerfully cohe¬ 
sive socially. Chieftains are generally elected by a conclave of 
the most powerful warriors and wizards on the death of the 
previous leader A wise Rockseer leader does not give orders 


without consulting Iris or her advisors. Rockseers do not toler¬ 
ate tyrannical leadership, nor do they suffer fools. 

The lairs of Rockseers are supremely well disguised and 
warded. Multiple spells are always cunningly placed to pre¬ 
vent other creatures even suspecting the existence of such a 
network of caverns and passages, let alone entering them. 

Spies {usually thieves melding Into stone) are always placed to 
watch out over areas close to the entry points of caverns. Some 
Rockseers live in caverns accessible only by stone walking or 
similar magic, where hundreds of feet of solid rock separate 
them from the outside world, with only small fissures to pro¬ 
vide air. 

Rockseers are highly unusual among elves in that they have 
little curiosity. Few among them have any desire to learn the 
ways of other folk. This is largely the legacy of a long histori¬ 
cal sense of shame at their mythic history; they consider them¬ 
selves tainted and instinctively avoid those who they think 
would condemn them. Once awakened, however, their curiosi¬ 
ty can lead them to act in uncharacteristic ways, as those who 
stumble upon them will soon discover, 

Rockseers are gem cutters and craftsmen almost without 
equal; even gnomes and dwarves would hesitate to claim they 
could better Rockseer work. They can almost scent gc ml odes 
deep in the Underdark and think nothing of spending ten 
years crafting and sculpting a single gem. The Irulv great 
Rockseer wizard-artisans am able to sculpt a gem with magic 
into forms of almost painfully exquisite beauty, generating 
fractal patterns of brilliant color and radiance within the heart 
of the gem as it grows. A himdfui of such perfectly crafted 
gems can be used to create a In! it} of brilliance (divide ail gem 
numbers required by five, and each gem can fulfil its function 
five times before becoming nonmagi cal). 

Rockseers are strange, alien, and fey people even by the 
standards of elvenkind. They arc a serious people with little 
of the light-hearted, frolicking, bantering ways of most elves. 
They speak their own dialect of elvish, which high or grev 
elves can understand 50% of the time and draw 30% of tire 
time. They also know fragments of svirfneblin, and most can 
speak peck, A few have a smattering of underdark-dwarven 
and can communicate with derm or duergar (not that they 
would wish to do so, but it is useful for intdiigence-galher- 
ing). Above all, they are totally isolated. They know nothing 
of what has transpired above ground for thousands of years. 
Their attitudes to surface elves are very ambivalent* All 
Rockseers feel a deep sense of shame for the deeds of their 
tar-distant ancestors and assume that any surface elf they 
meet would automatically despise them; U will be ven/ diffi¬ 
cult for a visitor to convince them otherwise. On the other 
hand, they long to know what their brethren lost for so many 
lifetimes do, how they live, what they believe In, what they 
consider beautiful, 

Ecology: Rockseers hardly interact with anyone else in the 
Underdark. They eat fungi, moss, lichens, and cave creatures 
such as lizards and eels. They avoid violence and the endless 
struggle between different factions in the Underdark and keep 
to themselves. They are calm, enigmatic, and extraordinarily 
hard for outsiders to understand. 
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Ethyk 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Outer Planes (By topi a) 
Very rare 

None {often domesticated) 
Any 

Omnivore 
Animal (1) 

Nil 

Neutral 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

TELA CO: 

NO, OF ATTACKS: 
DAMAGE/ ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XF VALUE: 


1—4 

4 
12 

1 + 3 

19 

3 

Ld2/ld2/ld3 
Induce anger 
Cannot be surprised 
Nil 

5 (V Jong) 

Average 

175 


An ethyk is a small mammalian creature similar in size and 
habits to a lemur, but with the ability to mentally influence the 
actions of other creatures. It has one singular eye on its small 
head, a long, somewhat prehensile tail, and claws on its four 
tiny legs which can be used tor climbing* Its fur is usually 
gray, brown, or a tawny red. Its single bulbous eve is yellow- 
white with a large black pupil. While the ethyk is native to 
both layers of Bvtopia, traveling adventurers might take it 
anywhere. 



i 


are so brutal and belligerent that most NPCs eventually 
respond with violence if they are the target. 

While its enemies fight among themselves, the ethyk usually 
uses the distraction to slip away to safety. 


Combat: With hearing and a sense of smell far superior to that 
of humans, the ethyk cannot be surprised , Its single eve has 
infravision with a range of 10 feel, its claws f ld2 points of 
damage each) and tooth-filled mouth (ld3) are small but dan¬ 
gerous, though it rarely needs to resort to physical combat 
when threatened. 

The ethyk can influence the minds of those around it. 
increasing the aggressiveness, contrariness, and argumenta¬ 
tiveness in any creature directed at some creature other than 
the ethyk. Tie wild ethyk protects itself from predators by 
turning them against other creatures. 

Tills ability can be used six times each day. The ethyk's 
influence has a range of 100 feet, and it affects a single creature 
per use for 3d4 rounds. The creature is allowed a saving throw 
vs. spell to resist the effect, with Wisdom bonuses added it 
applicable. A creature failing its saving throw feels angered 
and argumentative with another random target within 100 feet 
{excluding any ethyks). 

The Influenced creature may attack the object of its anger 
f the creature must make a successful Wisdom check or be 
affected; an Intelligence check can be substituted for monsters 
with no Wisdom rating). Anyone who tries to restrain or hin¬ 
der the influenced creature may be subjected to attack. Even if 
there is no physical attack, the target of the victim's aggression 
consumes the influenced individual's attention for the dura¬ 
tion of the effect, and additional checks for attacks may be 
required depending on the perceived level of provocation. 

The influenced victim argues with and challenges everything 
that the hapless random target say s and does. If the target is 
known to the influenced victim, the latter brings up any past 
transgressions or mistakes that the target has committed, ruth- 
less I y dredging up old arguments and opening old emotional 
wounds (if any)* The victim's verbal (if not physical) assaults 


Habitat/Society: In its natural environment, the solitary ethyk 
lives in the forests of both of Bytopia's layers. Using its tail 
and its claws, the ethyk climbs and swings from tree to tree, 
only rarely descending to the ground, usually to hunt rodents 
or collect fallen fruit or nuts, 

When captured by trappers, the ethyk is domesticated 
quickly. One trait that makes an ethyk a wonderful "pet" is its 
willingness to bond to an obviously superior creature, such as 
its owner. Once bonded, it uses its power to protect its master, 
on command if trained* Creatures influenced by bonded 
ethyks never focus their anger on the ethyk or its master. 

Trained ethyks tide on the shoulders of their masters, often 
watching their backs. Most remain we!I behaved in public, and 
can be issued simple commands such as "lie down/' "sit/' 
"up," "no," and "now" (usually the command to use its 
power). After a longer period of train mg—at least a year— 
they can be taught to retrieve small objects, tie knots, and 
attack foes physically. 

Ecology: A skilled hunter in rural or urban areas, the ethyk 
eats rodents, small birds, snakes, and large insects. It also cals 
fruits, nuts, and other plant life, although it seems to prefer 
meat and can subsist on that alone. The ethyk contends with 
predators of all types, fending off wolves and birds of prey in 
its natural environment- Wild urban ethyks are a problem in 
some cities, living in the garbage of the alleyways and in 
ruined or abandoned buildings. 

in spite of the danger of hunting these beasts, they com¬ 
mand high prices if brought live to market, though trapping 
them is an activity for the strong-willed! A thriving trade— 
including black market smuggling in more lawful areas—in 
pel ethyks has arisen on the Outer Planes and these creatures 
are beginning to appear in other worlds. 
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CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION; 
ACTIVITY CYCLE: 
DIET; 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Any inhabited by other faeries 

Uncommon 

Solitary 

Night 

Nil 

Average (10 ) 

Nil 

Neutral good 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THAC0: 

NO, OF ATTACKS: 
DAMACE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 

MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1 

0 

12 

1 

19 

0 

Nil 

Fiddling 

Immune to enchantment/charm 

magic 

25% 

T (2 r tall) 

Elite (13) 

270 


The faerie fiddler is a strange icon of faerie society Always 
found in a community of faeries there is never more than one 
faerie fiddler per community. This faerie's motivations are to 
protect other members of the society and to make the world 
more pleasant according to its understanding of the term 
Faerie fiddlers are among the most human-looking of 
faeries. They resemble old, diminutive human males, dressed 
in somber, archaic dollies (such as a battered black top hat and 
tails), and playing a most exquisite, tiny fiddle. For all of their 
age, they are in good spirits, and while so skinny that it is a 
wonder they can keep the front and back of their coats apart 
they are apparently spry and lively. Naturally, they speak the 
languages of every type of faerie folk, and those of any nearby 
human or dem[human community. 


Combat: Faerie fiddlers never begin a fight, but are quite able 
to defend themselves The fiddler 's primary defense is a high 
armor class, the result of his small size and constant capering 
dance. The fiddler is naturally resistant to most forms of 
magic, and completely immune all enchantment/charm spells. 

The faerie fiddler can play magical tunes on his fiddle, both 
for enjoyment and in combat. Any of these effects can be 
resisted with a saving throw vs. spell, but the intention must 
be clearly stated, far the tunes can be subtle 

The least tune negates hunger thirst, and fatigue for those 
hearing while dancing; it is a tune that is woven through the 
melodies of common dancing songs. Tins tune allows an indi¬ 
vidual with the dancing non weapon proficiency to fight with¬ 
out fatigue bv altering the steps of the dance to allow fighting at 
the same time. All faeries in a community with a faerie fiddler 
can receive this benefit when the fiddler plays: In combat, thev 
will spin and whirl as it dancing and not tire from their efforts. 

The fiddler can also target one creature per round with an 
Offi? s irresistible dame spelt. This has a range of 30 feet, and a 
saving throw vs spell negates the tune s effects. As the spell 
lasts only five rounds, the fiddler may have to renew the spell 
if he faces many opponents The fiddler will use this spell to 
assist his faerie friends when they fight intruders, to cover the 
escape of those who are unable or unwilling to fight, and to 
cover his own escape. Fhe fiddler will depart only after at! 
other faeries are secure. 

The most powerful tune used when someone offends faerie 



sensibilities without overtly attacking them: for example, 
refusing to dance with them, claiming not to believe in the 
existence of faeries or—especially—someone who tries to 
cheat a faerie in some way The nine has the same fatigue-ban¬ 
ishing effects of the first tune, but combines with it a powerful 
time-distorting effect. For every hour spent dancing, a year 
wit) pass in the outside world fifa human dances for four 
hours, four years will have passed in the real world when he 
returns to his home, probably to find it long-sold after his 
mysterious disappearance). Again, a saving throw vs. spell 
will negate all effects of the spell, but the hearer must con¬ 
sciously desire to resist or receive no saving throw at all. 

This tune can be played only once per month, on the night of 
a full moon, and an offender at some other time must be lured 
back to the faerie circle. The common method is for the fiddler 
to pretend that he failed to notice the offense, and then to invite 
the offender back a few days hence for a once-in-a-lifetime cele¬ 
bration, Other ruses are tailored to the offender, such as "acci¬ 
dentally" letting slip that a precious faerie treasure will be on 
display during the full moon, or challenging the offender to 
return ("You wouldn't dare come back here and do that again 
on the night of the full moon") if he is belligerent 

Ecology: Faerie fiddlers dwell among communities of faerie 
creatures, and provide a number of services for them, most espe¬ 
cially fiddling at their convocations, parties, and gatherings. 

The fiddle of a faerie fiddler isn't magical (its effects are the 
natural magic of the fiddler channeled through the Instru¬ 
ment), but it still has a resale value of 3 to 60 gp lor its fine 
quality and miniature size. 
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Faerie, Petty-Bramble 


CLIMATE/TERRAIN: 

FREQUENCY; 
ORGANIZATION: 
ACTIVITY CYCLE; 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Subarctic to temperate grasslands, 

hills, and prairies 

Rare 

Nomadic band 
Day 

Omnivore 
Verv (11-12) 

0,Q 

Neutral evil 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO, OF ATTACKS: 
DAM AGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


2-16 

2 (8 without armor) 

3 

2 hp 

20 

1 

Id6 

Poison 

Minor spell use 
5% 

T (3" tall) 

Steady (12) 

65 (175 with poison) 


The tiny brambles are among the most aggressive and vicious of 
all faeries. Rumor has it that the first brambles were individual 
outcasts from "polite" faerie society (their si/e, name, and fixa¬ 
tion with pointy things makes the gorse Lheir Likely ancestor). 

Brambles look like tiny dried-out people, with dark, wrin¬ 
kled skin, long, pointed finger and toe nails, ears with much 
sharper points than elves', and—sticking out of their backs a 
brace of spines that look like they should support miniature 
dragon wings, but which are bare. Under normal circum¬ 
stances brambles wear small suits of spiked plate mail armor: 
the wing spines that come out of holes in the armor's back- 
plate are often mistaken for longer versions of the artificial 
spines covering the rest of the bramble's armor. 

They speak their own language, as well as the languages of 
most other faerie creatures. 


Combat: The spine-covered armor of a bramble is both its best 
defense and its strongest attack. The armor provides AC 2 pro¬ 
tection, and the barbs on its surface prevent other creatures 
from coming too close to the wearer; any animal that attempts 
to bite or eat a bramble suffers an automatic ld4 damage, as 
would any humanoid trying to pick up a bramble with bare 
hands. Protected attackers must roll above the AC value of the 
armor covering their hands on Id 12 to avoid injury; Dexterity 
and shield bonuses do not apply. 

To attack with its spines, a bramble merely hurls itself 
against a foe; using normal attack and damage rolls. A bram¬ 
ble will wrestle opponents dose to its own height (1 foot or 
less), causing ld2 points damage per round in addition to the 
wres tling res ul ts. 

One bramble in ten wields poison. The wing spines of these 
brambles secrete a strong poison that causes a painful burning 
sensation (—2 on attack and damage rolls lor 2dlG rounds, with 
additional doses having cumulative effects). A successful sav¬ 
ing throw vs. poison with a -3 penalty halves both the effect 
and duration. As these brambles are perfectly willing to use 
tliis poison on dissenting members of their own bands, these 
special brambles are generally the leaders in any group. 

Finally, brambles are often found riding an odd selection of 
animals. II is not uncommon to come upon a band riding a 
collection of porcupines, hedgehogs, al'mirajs, and other crea¬ 
tures, looking like bizarre pixie knights in their nomadic wan¬ 



derings. They control their mounts with a charm mount spell 
that each can cast once per day. Mounted brambles carry 
barbed spears ftdh damage) that they use as lances. Details for 
the mounts can be found in the "Mammal, Small" entry in the 

Monstrous Manual Tome. 

One in ten brambles (notnecessarily theories that possess the 
poisoned spines) can cast a special anti-fhtmg <pr!l once per day. 
This causes any one small-si/ed flying creature within 10 yards to 
t^e magically grounded for a period of 6d6 rounds (the effect is 
avoided with a successful saving throw vs. spoil). When not 
using this to hunt small birds, brambles especially like to cast this 
on pixies, sprites, and other faerie creatures, so that they can have 
the cruel fun of chasing them through the woods on the ground. 

HabitatySodety: Brambles are nomadic, constantly searching 
for food and fights. They rest in camps hidden in thorny bush¬ 
es and other natural protection, with their mounts posted as 
guards. As with other faerie creatures, bramble infants are 
never seen, but when a band grows too large,, it splits in half 
with the two groups heading off in opposite directions, 

Brambles sometimes pick up small amounts of easily carried 
treasure to bribe other creatures into making their special 
armor. Despite lheir small size, brambles are supremely confi¬ 
dent even when dealing with humans and other "giants ' 

They think nothing of challenging a “giant" to a wrestling 
match, especially as they have no intention of honoring any 
bets they might place on the fight. 

Ecology: Brambles benefit others in few ways. Too small to 
make a good meal for anything bigger than an owl. the flesh 
of those with poisonous spines has a likewise poisonous effect. 
The poison from one bramble might coat a single arrow or 
dart; it would take at least 10 to coat a long sword, However, 
their armor is beautiful in a dangerous way, and a collector 
might pay up to 80 gp for a complete, unoccupied suit. 
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Faerie, Petty-Gorse 


CUM ATE/TERRAIN; 

FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Subarctic to temperate grasslands, 

hills, and prairies 

Uncommon 

Tribe 

Day 

Herbivore 
Very (11-12) 

Nil (CL R Q f S) 

Neutral 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACQ: 

NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


5-40 

6 (2 if flying) 

3, FI 12 (A) 

I hp 
20 

L at -f 2 

I point (weapon) 
Poison 

Cantrips, lair trap 

5% 

I (3* toll) 

Average (8) 

270 


I'he smaller of the faerie folk, ami in some respects the most 
beautiful, are the gorse. Averaging one-quarter of the height of 
a full-grown atomic, the gorse must be secretive and unobtru¬ 
sive to survi ve, 

Gorse have the proportions and physical attributes of 
human children, though they are fully mature, with the only 
differences being their height, their delicate wings, and their 
slightly pointed ears. They have no antennae, and their simple 
clothing is no different in appearance than that of most 
humans or elves, They prefer dressing in shades of green and 
yellow tu blend in with their surroundings# which are most 
often gorse, a prickly evergreen shrub with yellow flowers. 

Gorse have their own language, but arc willing and able to 
speak llu- tongues of sprites or pixies. 

Combat Aside from using the defenses ol their thorny homes, 
gui se use a number of weapons, all of which they manufacture 
from the bushes they tend. They have minute bows with a 30- 
foot range, tim spears (10-foot range) and mimcscule swords, 
all of which inflict 1 point of damage. The weapons' fine points 
and the skill with which the gorse use them give these tiny 
creatures a +2 bonus tu their attack rolls Also, 10% of gorse 
arrows will be coaled with a weak poison that causes confusion 
for 2d4 rounds if the victim fails a saving throw vs. poison. 

In addition to their weapons# gorse Have limited magical 
abilities and defenses available. Each day a gorse can cast one 
mirror imagt’. as the 2nd-level wizard spell, and three minor 
magical effects. Each of minor effect occurs il performed with 
ihe 1st-level wizard spell at tit rip, and each takes place in its 
entirety within the round it is cast. Typical uses include: 

• Db/rw g anyone watching the gorse to look at an 

area of the caster's choice within 10 feet those of average 
intelligence or better receive a saving throw; 

% r . m kill - mi n\ Inn. ' • l.irgei' U in a tick! 
mouse# or all insect-sized creatures in a X A cubic foot area, mag¬ 
ical or enchanted creatures receive a saving throw vs, death 
magic; 

% Sprout: Causes thombushes in a 1 cubic jafd area to add 
an inch of new growth (good for blocking a immature path). 

One gorse in ten can cast one spile growth and one goodbeny 
spell each day. These are used either to defend the lair ot to 
bribe intelligent creatures rot to attack them, 



Habitat/Society; Gorse dwell in the green, thorny flower bush¬ 
es from which they Lake their name; their lairs are forbidding 
to most predators too Luge to maneuver through the thorns as 
the gorse do. 

Creatures larger than twice gorse size trying to enter the 
their bushes take damage equal to 1 hit point per round if 
Armor Class 6 to 10, or 1 point every other round if Armor 
Class 4 to 5. Movement rates through gorse bushes of beings 
of size S to L are slowed to one-quarter normal; larger and 
smaller beings are unhampered. If threatened, gorse will 
retreat deeper into their bushes, luring attackers through the 
most thickly thomed regions and possibly over logs# pits, and 
other ha rd - to- see na tu ra t ob s tad cs. 

Ecology: Although they must be wary of bigger folk—and 
almost all creatures are big to them—-gorse can be persuaded 
to deal with woodland dwellers (dryads, satyrs, centaurs, etc.), 
humans, and demihumans who bring them gifts of fresh fruit, 
bread# honey, or milk. They become protective of any who do 
them favors, such as druids who defeat menacing beasts or 
elves who stop forest fires. Often a gorse tribe will send a few 
members to accompany its larger allies for the duration of the 
latter's stay near their lair. 

Some gorse tribes have magical potions in their lairs. 

Because of their small size, one potion can affect 20 gorse. 
Thus, it is not uncommon to find a large group of these faeries 
who can polymorph themselves, resist fire, or turn rainbow hues 
at will for short periods of time. Potions that affect others# 
such as various control potions, work only if all the gorse who 
drank part of it concentrate on the potion effect at once, 
Consequently, these potions often lie undisturbed in their 
hoards and will often be traded for more useful ones or used 
as bribes or rewards for bigger folk 
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Firenewt 


CLIM ATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 

DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 

Hot or volcanic regions 
Rare 

Tribal 

Any 

Carnivore 

Low (5-7) 

K, M (F) 

Neutral evil 

NO, APPEARING: 

1U-UH1 

ARMOR CLASS: 

5 

MOVEMENT: 

9 

HIT DICE: 

2+2 

THAC0: 

19 

NO. OF ATTACKS: 

1 

DA MACE/ATTACK: 

By weapon 

SPECIAL ATTACKS: 

Breathe fire 

SPECIAL DEFENSES: 

See below 

MAGIC RESISTANCE: 

Nil 

SIZE: 

M (5K'-6' tall) 

MORALE: 

Steady (11—12) 

XP VALUE: 

175 

Elite: 270 

Priest: 650 

Overlord: 420 


Firenewts, also known as stitamm, are distant relatives of lizard 
men, They are cruel marauders that roam hot regions. 

The firenewt "s dry skin is a mottled sepia color, darkest 
along the spine and fading to near-white on the belly. The 
smooth flesh and features resemble those of an eel, The eyes 
are deep crimson Females are slightly shorter (5>T tall) and a 
duller brown. The young are lighter but darken as they mature. 

They speak their own language and a dialect of lizard man. 
Priests, elite warriors, and overlords may speak the common 
tongue. 

Combat: Firenewt warriors ( the most common variety) are 
typically armored in chain mail and earn one or two 
weapons pike and sword (45%), sword only (25%), pike and 
hand axe (20%), or battle axe f 10%). For every ten warriors 
encountered, there is one elite warrior with 3+3 Hit Dice and 
Armor Class 3 (chain mail plus Dexterity bonus). Elite war- 
riors carry battle axes. 

For every 30 warriors encountered, there is a priest with 3+3 
HD, AC 5, and the following spells, usable once each day: 
a nittuil friendship, faeru* fm *, predict wait fur. produce flame, heal 
wehil. and pyrotechnics. Priests carry maces. 

All firenewts have a limited breath weapon. Once per turn 
they can breathe fire on a hie directly in front of them. This flame 
has a 5-foot range and inflicts Ido points of damage; a successful 
saving throw v s. breath weapon reduces the damage by half. 

A firenewt h highly resistant to fire-based attacks and saves 
with a +3 bonus against them. In addition, all fire-based 
attacks that do affect it are reduced by 1 point of damage per 
die of the attack (minimum: 1 point/die). Conversely, a fire¬ 
newt saves with a -3 penalty against cold-based attacks; such 
damage is increased by 1 hit point per die of the attack. 

Fully 33% of firenewts encountered on the surface, 90% of 
elite warriors, arid all priests are mounted on giant sir itiers (see 
tire "Strides Giant" entry ). These beasts are highly trained for 
melee combat and fight even if the rider dismounts. 

Habitat/Society: Firenewts live in a cruel, martial society dom¬ 
inated by priests, Firenewts encountered outside their lair are 
members of a hunting or war party. They delight in torturing 



captives and roasting them alive, intertribal relations tend 
toward genocide I warfare. Warriors earn great honor by 
destroying the hatching ground of an enemy tribe. 

Firenewts are carnivorous. They eat anything they can hunt 
down, even indulging in cannibalism when disposing of cap¬ 
tives and eggs from rival firenewt tribes. They find humanoids 
a delicacy. 

The lair is ruled by a firenewt overlord (4+4 HD. AC 3) and 
his retinue of four elite warriors. The overlord controls the 
firenewts' treasure. Wealth gathered from vanquished foes is 
brought back to the lair and added to the communal hoard. 
Individuals arc rewarded with a few silver or gold coins, 
though they have little use for them. 

A firenewt lair contains, in addition to the males, females 
equal to 70% of the number o( males, young (at 150%), and 
eggs (at 200"i.}. The eggs are hidden in a secret, well-guarded 
hatching ground. The hatching ground is under die control of 
the priests and guarded by td3 young fire lizards (see the 
Lizard entry in the Monstrous Manual Tome). 

Firenewt females lay two to six eggs twice each year. All 
eggs are collected by the priests and taken to the hatching 
ground. The hatching ground is Lhe heart of both the firenewt 
colony's life and the priests' power Although eggs and hatch¬ 
lings are supposedly raised communally without record or 
regard for bloodline, in truth the priests maintain secret 
records for each egg. Hie priests discreetly eliminate the eggs 
of their enemies or of those who possess "undesirable" traits. 
Eggs hatch in six months. The young are divided by sex and 
assigned to groups of ten that are each raised and taught by 
two females. Each young firenewt is assigned to an adult who 
serves as mentor. The priests reward their allies by secretly 
assigning thtMn their actual offspring. 

Ecology: The firenewts are vicious marauders that rule the 
inhospitable regions of volcanoes and unendurable heat They 
are hostile toward all outsiders, including firenewts from other 
tribes. They rarely ally themselves with any but the most pow¬ 
erful of evil beings. 
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Fi retail 



CLIMATE/TERRAIN; 
FREQUENCY; 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 

Lesser 

Any but cold 
Rare 

Bock/ solitary 
Any 

See below 
Average (8-10) 

Nil 

Chaotic neutral 

Tshala 

Any but cold 
Very rare 

Solitary 

Any 

See below 

Genius (17-18) 
Gems only (25%) 
Chaotic neutral 

NO. APPEARING: 

1—6 

1-2 

ARMOR CLASS: 

6 

2 

MOVEMENT: 

FI 15 IB) 

FI 21 (B) 

HIT DICE: 

4 + 4 

9 + 9 

THACD: 

IS 

11 

NO. OF ATTACKS: 

2 

4 

DAMAGE/ATTACK: 

id6/ld6 

ldl2x 4 

SPECIAL ATTACKS: 

Heat 

Heat, magic use 

SPECIAL DEFENSES: 

Nil 

+t or better 
magical weapon 
to hit 

MAGIC RESISTANCE: 

40% 

90% 

SIZE: 

S (2' long) 

S (4' long) 

MORALE: 

Steady (12) 

Champion (15) 

XP VALUE: 

1,400 ‘ 

6,000 


The nature of this creature has made it a being of awe and leg¬ 
end in the Realms, The fi retail appears as a frolicsome fey 
creature of living flame that loops and darts dazzlingly in the 
air, bewitching those who gaze upon it. Although it is reputed 
to employ magic, only the greater fiietnil, or fekfi/a, actually 
casts spoils. The two species are outwardl\ identical. 
Adventurers who have encountered both types may be able to 
recognize the tshala by its superior (light capabilities. 

Combat: Firetails tend to take sides in conflicts, and may 
wreak havoc or do much good. They hate salamanders and 
attack them on sight, Firetails and fire dementals tend to 
ignore each other, for neither race has done anything to 
deserve the enmity of the other. 

Tshala can use the following spells, cast as though they were 
spell casters of the 14th level: pfrn?t 1 shift , remove curse. fro?/, fee- 
blmimi. maze, fire trap teach once per day), and fireball (once 
per turn). When spell casting, they can take no other action, 
for their entire being is focused upon the spell effects. 

Fire-tails take no damage from heat- and fire-based attacks, 
but suffer additional damage from water- and cold-based 
attacks at the rate of +3 per die. Sudden strong winds such as 
the magical gust of wind can disturb their hen- bodies and pre¬ 
vent them from spellcasting. Fi retails communicate by chang¬ 
ing (heir blaze from fiery orange to blue-white, and varying 
the intensity, hue, temperature, and pattern of coloration. 

Their flames cause ld6 or Id 12 points of damage upon con¬ 
tact, depending upon their type, and also ignite flammable 
materials such as parchment and cloth, 

Once every three rounds a tshala may blaze Intensely for a 
few seconds so that one of its attacks in that round causes an 
additional Idll points of damage. Its great heat damages 
everything within 5 feet that fails a saving Lhrow vs. spell. A 
tshala that repeats this action five times in a day must sacrifice 
one of Its spells for the day. 

H a bi tat/Society: The fire tail originated on the Elemental Plane 
of Fire, where it Is uncommon (tshala are rare), but some have 
been transported elsewhere by diverse means, and some have 
traveled to other planes of their own whim, for tshala may plane 


diift themselves and 1—6 lesser firetails in a group, once per day. 
Such groups are short-lived, for fi retails are creatures of whim 
and independence. Unfortunately for the lesser iiretails, they 
are often stranded wherever the tshala abandons them. 

Usually solitary, fi retails prefer the company of their own 
kind to that of other creatures. Occasionally they may take a 
companion, which may be almost any sort of creature. Fire tails 
have accompanied others of their own kind, pegasi. sylphs, 
elves, and even humans Although they never forget friends, 
fi retails may suddenly ignore a familiar being, depart for a 
time, and return without good reason. They never allow a 
friend to be harmed if they are present, Likewise they never 
forget an enemy, and if they encounter one, do all in their 
power (o ensure that their rival goes down in flames, Because 
of their independence and flighty nature, most other creatures 
cannot depend on a fi retail in times of need- 

Ecology: Although no one knows when or how the first fi retail 
appeared, their lifestyle and method of reproduction have 
since been well-documented bv sages and researchers, 

Very few firetaiis actually begin their existence as tshala. 
Only 1 in 10 start out as greater fi retails, although through age 
and experience a lesser fire tail may be promoted to the rank of 
tshala. If a lesser fire tail reaches l he age of 200 years, it 
secludes itself from all others and seeks out a source of intense 
flame and heat, such as a lava pool or dormant volcano. Once 
there, It absorbs tremendous quantities of heat, often draining 
the nearby area entirely. This continues for a week, at which 
point the fire tail emerges from the fire as a tshala, with full 
command of its abilities. 

At sortie point soon after a fire tail reaches ancient age 
(around 400 years), it begins accumulating large piles of flam¬ 
mable material for its cave. When it has gathered enough to 
make 1-4 piles burn tor several hours, the feetatl bursts, set¬ 
ting each heap afire with intense flame. After an hour has 
passed, each mound generates one IjretaaU with a 10% chance 
of il being a tshala. 
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Formian 


CLIMATE/TERRA IN: 
FREQUENCY: 
ORGANIZATION: 
ACTTVTTY CYCLE: 

DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 

Worker 

Arcadia 

Rare 

Hive 

Any 

Omnivore 

Low (6) 

Nil 

Law ful neutral 

Warrior 

Arcadia 

Very rare 

Hive 

Any 

Carnivore 

Average (10) 

Nil 

Lawful neutral 

Myrmarch 

Arcadia 

Very rare 

Hive 

Any 

Omni .v ore 
Exceptional (16) 

Nil 

Lawful neutral 

Queen 

Arcadia 

Very rare 

Hive 

Any 

Omnivore 
Supra (20) 

Nit 

Lawful neutral 

NO, APPEARING: 

100-400 

2MU 

5-8 

1 

ARMOR CLASS: 

3 

2 

1 

7 

MOVEMENT: 

18 

15 

15 

t 

HIT DICE: 

I +1 

3 + 3 

A + 6 

9 + 9 

THACO: 

19 

17 

13 

Nil 

NO, OF ATTACKS: 

1 

4 

2 

Nil 

DAM AG FJ ATTACK: 

ld4 

Id6/ld6/ld4/2d4 

2d4/3d 12- 

Nil 

SPECIAL ATTACKS: 

Nil 

Poison 

Poison 

Nil 

SPECIAL DEFENSES: 

Nil 

Nit 

Nil 

20 mvrmarches 

MAGIC RESISTANCE: 

Nil 

Nil 

Nil 

20% ' 

SIZE: 

S{4' tall) 

M {S' tall) 

L (7‘ tall) 

L(ltr tall) 

MORALE: 

Fearless (19) 

Fanatic (17) 

Champion (15) 

Fearless (20) 

XF VALUE: 

35 

420 

2,000 

5,000 


Formians, also called centaur ante, are native to Arcadia. As 
their name indicates, they appear to be upright-walking 
ants, but their sentience is that of warm-blooded creature^ as 
opposed to insects* Like true ants, there are three basic types 
of furmians: the worker, the warrior, and the myrmarch—a 
fourth t\ pt\ the queen, is extremely rare* Unlike ants, formi- 
ans' waists are flexible; thus, they often move with only four 
legs, their heads and thoraces raised. Their forelegs are joint¬ 
ed at the wrist and have three opposing daws, which they 
can use to manipulate objects and to attack, Formians come 
in various subdued colors—black, brown, red, and so on— 
which serve no function other than to indicate their cities of 
origin. 

The worker, the smallest of the four formian types, is also 
the most commonly encountered. It is about the size of a 
large dug. Its somewhat clumsy claws are still efficient tools 
for manual labor. The warrior is the size of a pony and its 
claws are indicative of its capability to defend the hive. The 
myrmarch is the si/e of a horse. Its claws are capable of finer 
manipulation than human hands. The queen is hall again as 
lorge as a myrmarch. She administers and never leaves the 
central hive; her legs have atrophied. 

Formiuns of warrior level and higher can communicate 
with humans, though their version of common sounds more 
like eerie cluttering They communicate with one another in 
their own speech, which is incomprehensible to most other 
beings. 

Combat: When workers attack (a rare occurrence, for they're 
used only it a city's under siege), they use their small 
mandibles to bite for ld4 points of damage. Warriors attack 
with their mandibles, two forelegs (Idb points of damage 
each), and a stinger that injects poison (2d4 points of damage 
and save vs. poison or suffer -2 to attack rolls for ldb turns). 
Mvrmarches attack with their mandibles and a poisoned 


sting. The poison causes 3d 12 points of damage and para¬ 
lyzes fur ld-1 turns (a successful saving throw vs. poison 
results in half damage and avoids paraiyzation). A queen 
cannot attack. 

Habitat/Society; Unlike true ants, formians do not have a 
hive mind. Though they can receive messages from the hive 
queen—and can even be commanded and directly controlled 
by her—they are capable of acting independently if need be. 
However, formians of a lower level automatically respond to 
the direct commands of a superior. Thus, a worker responds 
to a warrior, a myrmarch, and the queen, while a myrmarch 
can be commanded only by the queen. 

A formian queen is protected at all times by 20 myrmardv 
es, who w ill gladly sacrifice themselves for her, since she can¬ 
not move on her own. 1 Jer intelligence is at the supragenius 
level, and she can control an entire hive at any time if she 
needs to, However, most queens allow their subjects some 
measure of free will. 

Formians are born into their station, and that station 
never changes. There's never been a revolution in the 
annals of formian history, il seems the formians have no 
conception of aspiring to higher stations. They simply are 
the way they are. 

Ecology: Some of the most magnificent cities on Arcadia are 
the constructions of the centaur ants, Many of these metropo¬ 
lises can house more than 10,000 formians Though they look 
like human cities, with structures and walk above ground, 
they extend far underground for many miles. The architec¬ 
ture below is truly extraordinary. 

Formians have always inhabited Arcadia, and sages say 
thev always will. Though formians found on the I Vi me 
Material Plane make war on each other, Arcadian formians of 
different hives have learned to live together peaceably. 
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Gargoyle 


CLIMATE/TERRAIN; 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


NO* APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OE ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES; 

MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XT VALUE: 


Archer 

Building or ruin 
Very rare 

Solitary 

Anv 

Nil 

Low (5™7) 

Nil 

Chaotic e\ il 

Spoil ter 

Building or ruin 
Very rare 

Solitary 

Any 

Nit 

Low (5—7) 

Nil 

Neutral evil 

Stone Lion 
Building or ruin 
Very rare 

Solitary 

Day 

Nil 

Low (5-7) 

Nil 

Neutral good 

Grandfather Plaque 

Building or ruin 

Very rare 

Solitary 

Day 

Nil 

Average (8—10) 

Nil: 

Law till neutral 

1 

1 (rarely more) 

1 

1 

6 

b 

2 

6 

9 

12 

21 

0 

4 + 5 

5 4 7 

8 + 3 

6 + 2 

17 

15 

11 

Nil 

1 

2 

3 

Nil 

Id 10 

ld4+1/ld44I 

tdS/ldg/tdie 

Nil 

Nil 

Acid 

Scare 

Magic missiki shout, weakness 


camouflage 

m 

S (4 r tali) 
Elite (13-14) 
975 


1 or better magical weapon to hit- 


Nil 

S (T tall) 
Elite (13-14) 
1,400 


Nil 

M (7’ long) 
Champion {15-16) 
TOIK) 


Nil 

$(V-2' tall) 
Fanatic (17-18) 
2,000 



Archer 

The archer gargoyle is a 
malicious creation that 
looks like a cheerful 
cherub or, more rarely, a 
ferocious amazon. Its 
only sizable weapon or 
means of attack is a stub¬ 
by bow and quiver of 
arrows, ap pa rert 11 y 
carv ed as part of the stat¬ 
ue* The archer typically 
stands in a fountain or on 
a ledge high up the wall, 
or serves as a garden 
ornament, moving to 
attack only when an 
intruder enters its territo¬ 
ry It can remain motionless for as king as it desires. 

Combat: The archer can conceal itself against stone so that it is 
only 20% likely to be spotted under normal conditions. True to 
its name, the archer gargoyle uses its bow and arrows as its 
primary weapon, The bow is not a true bow, and the arrows 
are stone, but they allow Lhe archer lo make an arrow like mag¬ 
ical attack that hits with a THACO of 17 and inflicts Id It) 
points of damage. The "arrow" has a range of 120 yards, Even 
when engaged in melee* the archer uses the bow ai point 
blank range. The archer can be struck only by weapons of 
or better enchantment, 

I labitat/Society: These evil creatures lin e to shoot at passers-by, 
even those who pose no threat, and are thus rarefy found 
guarding the domiciles of good-aligned persons. When found in 
the wild, the archer is on an unending hunt, slaying every living 
thing it meets More than one village has been routed by one of 
these gargoyles, which delights in mayhem and bloodshed, The 
archer is a loner and avoids contact with all others of its kind. 


Ecology: The archer need not eat, drink, or sleep. Unlike other 
types of gargoyles, the archer Iras a profound destructive 
impact on its surroundings because of its tendency to kill 
every creature and person in its territory leaving the carcasses 
to rot* Special hunting parties are often immediately organized 
to eliminate the menace of a roving archer when one moves 
into the area. 

S pouter 

The spouter gargoyle 
generally looks like an 
ugly imp* It is often 
found perched above a 
door or serving as a rain- 
gutter outlet on a roof. Its 
mouth always gapes 
hideously, Its forearms 
sport two rows of sharp 
spikes; on its back are 
two undersized wings, 
far too small to provide 
i I ig h l When motion less, 
it is indistinguishable 
from normal stonework 
However, plant life and 
structures in the area will 
often be pitted and scarred, as if by add. 

Combat: Anyone who enters the spouter's territory without 
uttering a password or making the appropriate gesture will be 
attacked, usually hum above, by the spottieracid spittle. The 
spittle can be used once every four rounds and has a range of 
just 5 feet (unless the attack is from above—the spouter can hit 
anyone directly below, no matter how far dow n). The add 
inflicts 2d2fl points of damage, w ith a successful saving throw 
vs. breath weapon indicating half damage. If die spoolers 
opponents escape or prove resistant to the add* the gargoyle 
can float down using its tiny undersized wings to break its 
fall. On flic ground, the spouter can attack using its arm- 
spikes, which cause 1J4+1 points of damage per attack. 
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Gargoyle 


The spouter has a nasty streak and revels in "accidently* 
attacking its master or his associates if they forget to make the 
appropriate signal, even it it recognizes them as sale. 

the spouter is immune to all forms of acid, is struck only by 
weapons of +1 enchantment or better and can climb walls 
with a 90% chance of success. 

Habitat/Society: Though matched sets of spouters are occa¬ 
sionally found, usually there will be only one. Very rarely, a 
group of 1J4+2 spouters will find each other and join tor 
mutual defense of their territory. There isn't much competition 
between group members, so they will choose no chieftain or 
ruler. Sometimes a "tree" spouter, one whose master has been 
slain, will offer its sendees to a powerful evil entity, such is its 
love of mayhem and its guardian instinct. 

Ecology: Spouters need nest caL, drink, or sleep, and can 
remain perfectly motionless for anv length of time. Tims, they 
usually have little impact on their surroundings* other than 
the havoc their add wreaks on local plants and structures. 

Stone Lion 

The stone lion is a solemn 
guardian, often found in 
pairs, and generally serv¬ 
ing good-aligned priests 
and wizards. The lion lias 
an excellent memory for 
faces and scents and can¬ 
not he footed by disguis¬ 
es. The linn is usually set 
up near the main door of 
the house, but is occa¬ 
sionally placed on a 
ledge overhead—the 
stone lion can jump 
down 20 feet without 
harm. 

Combat: The stone lion is 
a superior combattant, functioning as if jt had Strength and 
Dexterity scores of 18, It attacks with its crushing bite and 
deadly daws, but often defeats its opponents with speed and 
agility rather than physical power. 

The stone lion has one special power. It can mar once every’ 
three rounds, and tills functions as a scnri? spell. Like other gar¬ 
goyles, a stone lion can he hit only by weapons of +1 or better 
enchant men L 

Society/Habitat: Unlike other types of gargoyles, a stone lion 
is a kindly creation and seeks to serve as a protector rather 
than a w maker of havoc. It occasionally acts as a pet or com¬ 
panion to its owner, and can form genuine friendships with 
living beings as well as other stone lions. Jt fights only to 
defend its area or to protect its friends from mortal danger. 
When motionless, the stone lion is indistinguishable from a 
statue of a Hon carved from stone. 

When its creator dies and the stone lion becomes free- 
willed, it will often seek to continue its guardian duties along 
more public lines. Most common]v, they become defenders of 
temples or of public buildings. They patrol these confines at 
night, sitting motionless during Lhe day unless needed. 


Ecology: Tie stone lion is a magical guardian that has little or 
no impact on its environment. It need not eat, drink, or sleep. 
When not accompanying Its master or patrolling the area, the 
lion is content to sit motionless, defending its territory, 

Grandfather Plaque 

Tie grandfather plaque is 
an immobile guardian 
that serves to secure a 
particular door. The 
plaque resembles a bas 
relief of a male human 
face with strong, digni¬ 
fied features. The gar¬ 
goyle Ls placed on the 
stone lintel of a door, and 
can secure them with a 
wizard lock (as if cast by a 
6th-level wizard), and can 
open and dose them at 
will 

The plaque has enough 
intelligence to screen guests, and it is gifted with telepathy so 
that it can converse with its master (and only its master—the 
grandfather plaque can communicate tekpathically with only 
one person, designated at the time of its creation). It can speak 
to others normally. 

Combat: If attacked, tile plaque can defend itself with three 
magical powers. First, each eye can discharge one magic missile 
per round. Second, the grandfather plaque can shout, as the 
-kh-level wizard spell, once per turn. Third, anyone w ho 
touches either Lhe plaque or lhe guarded door without permis¬ 
sion must make a saving throw vs. spell or be weakened as if 
by a rau ofaifeebtman, the 2nd-level wizard spell. 

Grandfather plaques can be hit only by weapons of t-1 or 
better enchantment. 

1 labitat/Society: The grandfather plaque is totally devoted to 
guarding Its door, and loyally serves whoever lives within lb 
focus is usually narrow; unless a response is needed, a grand¬ 
father plaque seldom initiates any action. When found on an 
abandoned building, the plaque will try to get people to either 
remove it from the building or rebuild the min—its existence 
is meaningless without people to guard. 

If there is more than one grandfather plaque on a building, 
they guard separate doors, they are never found together. 

Ecology: The grandfather plaque need not eat, sleep, or drink. 
It has no impact on its surroundings, except when It slays an 
intruder and the bones and treasure become scattered about- 
An "unattached" plaque will freely give adventurers any trea¬ 
sure it has accumulated, as long as they promise to restore the 
gargoyle to its true purpose. 
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Giant, Cerilian 


CLIMATE/TERRA IN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 

Forest 

Any forest 

Very rare 
Solitary 

Day 

Herbivore 
Average (B—TO) 
Nil 

Neutral good 

Ice 

Northern Cerilia 
Rare 

Family 

Any 

Carnivore 

High (13-14) 

E 

Lawful evil 

NO, APPEARING: 

1 

1-4 

ARMOR CLASS: 

2 

1 

MOVEMENT: 

9 

12 

HIT DICE: 

16+6 hp 

15*7 hp 

THACO: 

5 

5 

NO. OF ATTACKS: 

I 

1 

DAM AGE/ ATTACK: 

2d8+8 

ldl 2 or 2d 10+9 

SPECIAL ATTACKS: 

Entangle 

Cold magic 

SPECIAL DEFENSES: 

None 

Immune to cold 

MAGIC RESISTANCE: 

Nil 

NU 

SIZE: 

H (14 tall) 

H (16' tall) 

MORALE: 

Champion (15) 

Fanatic (18) 

XP VALUE: 

9,000 

12,000 


Several varieties of giant live in the wilder areas of Certlia. For 
the most part, they prefer to leave their smaller neighbors 
atone, minding their own business and expecting others to do 
the same. Hill giants are common in the rmrthem foothills and 
downs; they're more soli tan than described in the Movsteoi/s 
Maxuai Tome and lean toward a neutral alignment. Mountain 
giants are larger than hill giants and more powerful. Stone 
giants are rare creatures closely tied to elemental rock ; they're 
reclusive creatures who inhabit the most inaccessible peaks. A 
few storm giants dwell along Cerilkvs rocky coasts. Refer to 
the Monstrous M \huai tome for information on these crea¬ 
tures, Fomorians are known as the fhoimorien in Cerilia, and 
inhabit desolate marshes and forests. Unlike the other races of 
giant, they're inclined toward raiding and pillaging their 
neighbors. Finally, Cerilia is home to two unique species of 
giant: the forest giant and the ice giant. 

Forest Giant 

Forest giants are found in the deepest regions of Cerilia's 
woodlands, far from human settlements. They are peaceful 
creatures who guard the forest against evil incursions and 
destructive logging or clearing. A forest giant is a huge, 
gnarled humanoid with rough woodlike skin, a great mass of 
dark leafy hair, a long beard, and tong, rootlike fingers and 
Iocs, They often send down roots and sleep for years at a time. 

In combat, forest giants strike with a single blow of a 
mighty fist. They can spent leitfi plnnis and spertfc iw'tfi flmnjffJs at 
will. Once per day, they can call uwodfond beings and also cast 
hold plant bold monster , and mil of thorns, Once per turn they 
can cast entangle. Forest giants are vulnerable to fire and suffer 
1 extra point of damage per die rolled. 

Forest giants often aid adventurers who serve the cause of 
nature, they're slow to anger, but they have no mercy for 
those who defile the woodlands. 



Ice Giant 

The cold wastes of the northern mountains and glaciers are 
home to Cerilia's ice giants, a race of cruel and spiteful crea¬ 
tures, Ice giants can t exist outside of areas covered with snow 
and ice; during the summer, they're forced to withdraw to the 
safety of the pack ice and remain there. However, this does not 
prevent them from dreaming of expanding their frozen 
domains. 

Ice giants resemble frost giants in most ways, but they're 
sheathed in rime and jagged ice shards. Mere contact with an 
ice giant's frozen body requires a saving throw vs, spell or the 
indiv idual receives ld4 paints of cold-based damage and suf¬ 
fers a numbing loss of 1 Strength point for one hour, fee giants 
hurl gigantic icebnlh that inflict 2d 10 points of damage upon 
the creature struck, shattering on impact for an additional 
Id 10.points of cold damage to those in a 5-foot radius. Victims 
of an ieeball attack must roll a saving throw vs. spell; failure 
indicates the victims suffer the equivalent touching the giant's 
body. 

Ice giants can cast fog cloud once per lum. Once per day they 
can cast mail of ice, ice storm, or cone of cold , In addition, an ice 
giant can conjure elemental once per day; the elemental is 
always a water elemental (in an icy form), obeys the giant and 
never turns on him. 

Ice giants await the onset of whiter to leave their frozen 
fortresses and raid ihe Vos, Rjurik, and Brechttir lands in 
northern Cerilia. In especially cold winters, they have been 
known to attack the lands south of the Stonecrowns and the 
Silent Watch, 
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Goblin, Cerilian 


CLIMATETTERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


NO. APPEARING: 
ARMOR CLASS: 


MOVEMENT: 
HIT DICE: 


THACO: 


Any 

Common 
Clan or tribe 
Any 

Carnivore 

Low to High (K-14) 

K (C j 

Lawful evil 


4-24 (60-360 in settlement) 
Common; 7 <10) 

Elite: 5 {10) 

Huge: 3 (10) 

6 

Common: 1-1 
Elite: 1+1 
Huge: 3+1 
Common: 20 
Elite; 19 
Huge: 17 


All goblins speak one language, although significant varia¬ 
tions in dialect exist from clan to clan. 

Combat: Cerilian goblins aren't hindered by sunlight, 
al though they prefer overcast days. They have infra v ision to 
a range of 60 feet. Common goblins usually wear leather 
armor and carry shields, but will use heavier scale or chain 
mail when thev can get ih Elite goblins and wolfriders wear 
scale mail, and huge goblins often wear banded or splint 
mail. All goblins favor spear*, polearms* morning stars, axes, 
maces, and short swords. Most common goblins prefer to 
tigh t as skirmishers, ^lingers, or archers, 

Habitat/Sodety; Goblins live in dan steadings with a dozen 
or more extended families (6d6 xlU individuals) sharing a 
small hill fort. Goblin society represses females, who are 
expected to take care of most domestic tasks; this includes 
supervising slaves and captives. Goblins trade slaves 
between dans often, and frequently mount raids in search of 
more capti ves. 

Goblin leaders make up about 5% of the population and can 


NO. OF ATTACKS: 

DA MAGE/ATTACK: 

1 

Bv weapon (+3 huge) 

be classed NPCs, as shown. 



SPECIAL ATTACKS; 

Nil 


Fighter 

Priest 

Magician 

Thief 

SPECIAL DEFENSES: 

Nil 

Common 

1st-4th 

1st—fith 

Ist-tith 

IsMOth 

MAGIC RESISTANCE: 

Nil 

Elite 

l»t-Sth 

1st—ttth 

1 st—8 th 

ist-6th 

SIZE: 

Common: S (4 lall) 

Elite: M (6“ fall) 

Huge 

3rd-10th 

1st—4th 

1st—3rd 

■—- 



Huge: L {7 f Lilt) 

MORALE: Average to Elite (10-14) 

XV VALUE: 35, 65/or 120 


Goblins are common in Cerilia, controlling numerous king- 
doms in the more desolate and dangerous parts of the land, 
in this world, all races of goblin kind ore considered one 
species, despite large variations in size, strength, and 
appearance: 

• 

described in the MoNSmOlB KLiNUAL Tome; they make 
up about 3d "m of the goblin tribes; 

• Elite goblins are roughly equal fee hobgoblins, 
and account for about 
population; 

• 

equivalent to bug¬ 
bears, and make up 
about 20"ii of tlie 
tribes. 


Regardless of size, 
all goblins are identified 
bv their squat, bandy¬ 
legged builds, flat faces, 
pointed ears, and 
Wide mouths filled 
with sharp teeth, 

Their skin color ranges 
from grayish-green to 
dull brown, and their 
eyes tend to glow 
with a reddish, 
evil light when 
they're agitated. 


These leaders will have abilities and magical items appro¬ 
priate to their class and level About 90% of classed goblins 
are fighters, priests, and thieves; magicians are extremely 
rare, 

Goblins domesticate wolves, and most goblin steadings 
are guarded by 2d4 wolves per 30 goblins. About 25% of 
such wolves are dire wolves; common goblins can ride these 
creatures. 


Ecology; Goblins rarely engage in fanning, but they common- 
tv tend livestock. Leather, dried bee/ arid mining products are 
their chief exports. Goblin slates lend Lo be warlike 
and aggressive, raiding nearby lands, hiring out as 
mercenaries, or demanding heavy tolls from passing 
merchants. 

The Five Peaks, Thu razor, 
Matkazur, Urga-Zai, and Kal 

kalathor are all held by 
goblins. Some of 
these states are 
recognized by 
their human or 
demilit]nidn neighbors 
as true kingdoms. No 
one tikes having goblins 
for neighbors, but in 
some cases, there are too 
many goblins for the 
humans lo seriously 
consider clearing 
then) out 
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CLJ MATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Any 

Very rare (3 known) 

Solitary 

Any 

Magic 

tow (5-7) 

Nil 

Neutral 


1 

-2 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE- 
THACO; 

NO. OF ATTACKS: 

DA MAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


LB 

8 (64 hit points) 

13 

1 

3d T O 

Absorbs magic, magical flare 
Immune Ln most magic 
100 % 

L {9* talll 
Fearless (20) 

8,000 


A magic golem appears as a humanoid creature composed of 
iridescent yellow energy—pore magic. It is the unholy union 
of a human being and an area of wild magic. After the Time of 
Troubles, Zhentarim wizards began to catalog all of the areas 
of wild magic in an effort to study this phenomenon more 
close!v- During an expedition to a remote wild magic area in 
the I JoaielandSv an unfortunate sequence of spells cast by one 
/hen ta rim wizard turned another into a being of pure magic— 
a combination of the mage and untamed magical forces. 

Combat Magic golems absorb all magical energy w ithin a 20- 
foot radius. Spells are instantly absorbed as they are cast 
Running spells are terminated and absorbed .it the end of one 
round, with the two exceptions noted below. Magical items lose 
one level of enchantment per round (a /rifig mi +2 changes to a 
long siwnf +1), and charged magical items lose Idh charges per 
round. Magical weapons do no damage to the creature, but nor¬ 
mal weapons and those drai ned of all magic can hurt the golem. 

The magic golem attacks its victims with blasts of pure mag¬ 
ical energy causing 3dtfl points of damage These magical 
blasts have a range of 75 yards. The blasts ignore all magical 
adjustments to Armor Gass (that is, Armor Class for a blast 
target is calculated only by armor type and Dexterity bonus), 

I low ever, these blasts do not penetrate an imlCnuigic shell or a 
prismatic sphere until such spells are absorbed by the creature. 

It takes six rounds for a magic golem to dissipate an anibrmgic 
and seven rounds for it to disable a prismatic sphere. 

Dis pul nitric has no effect on the creature, as the spell is 
instantly absorbed as it is cast \ fowever, a limited wish will 
negate the creature's ability to absorb magic for one round per 
level of the caster, and a wish wilt do so for an hour During lhis 
time the creature has no immunity- to magic and magical effects. 

Once per day a magic golem must release a flare nf magical 
energy that is a result of its link to wild magic. This flare can 
be used as a conscious attack in addition to the golem's nor¬ 
mal attack in a round. Roll Id 10 for the Form I he flare takes 
and consult the table below. All spell-like effects are at 16th 
level unless otherwise noted. 


Habitat/Snriety: A magic golem is very stupid and easily con¬ 
trolled through force of will by any mage or wizard nf 12th level 
or greater. 11 there is nu mage of the required power to control 
the golem, the creature wanders aimlessly in search of a source 


Golem, Magic 



of magic to absorb. If a magic golem happens to stumble upon 
another zone of wild magic, the creature remains in the area and 
slowly absorbs all of its wild magic effects. The wild magic /one 
is totally absorbed, a process taking anywhere from an hour to a 
month, depending on its size. When a magic golem absorbs a 
wild magic /one, the creature's Hi! Dice and hit points are 
increased by 50%; the size of the area absorbed has no bearing 
on this Increase. A fter this absorption process, the golem is 
uncontrollable, lashing out at all who possess or wield magic for 
at least a week before it can be again controlled bv a wizard. 


Wild Magic Flare Result 


IdIO Result 1dT0 

1 As per a wmni ofuvftder 6 

2 Magical blast (see above) 7 

1 4d6 lightning holt 8 

4 Double-strength light spell 9 

5 Dispdrfitagk 100' radius 10 


Result 

Wall of hir encircles golem 
Color spray in a 360 radius 
Fireball centered on golem 
Time slop HKV radius 
Eartf uptake 


Ecology: The creatures need no steep or sustenance, and as 
long as there is magic in the world they can continue to exist 
Ji has been theorized that a dead magic zone, another product 
of the Time of Troubles, would instantly destroy a magic 
golem—that the dead magic area and the golem would elimi¬ 
nate each other, leaving a zone of normal magic function, 

Since magic golems are so rare to begin With, the Zhentarim 
have been unwilling to test I his theory. 

The magic golem was discovered, quite bv accident, by the 
Zhentarim. A magic golem is formed when a mage of at least 
12th level casts iltit'C nmgtc, Rtrtys mnemonic enhancer, and anft- 
itargu shell in that order on himself or herself while standing in 
an area of wild magic. The spells themselves must escape any 
ill effects of the wild magic area and go off as normal. The 
caster then gains the ability to transform another wizard with¬ 
in the wild magic area into a magic golem. The victim receives 
no saving throw, although magic resistance applies. The new 
magic golem is under its creator's control, and Lhc wild magic 
area is then dispelled (or, rather, it is absorbed into the golem 
during its creation). 

The chances of a magic golem forming within a wild magic 
area are slim—less than 1%, given the effects of wild magic. 
Only three of these creatures are known to exist, All of them 
are under the control of the Zhentarim. 
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Golem, Shaboath 


CLI MATE/TERR AI Nr Aquatic 

FREQUENCY: Very rare 

ORGANIZATION: Solitary 

ACTIVITY CYCLE: Anv 

DIET: Nil 

INTELLIGENCE: Non (0) 

TREASURE: Nil 

ALIGNMENT: Neutral 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO* OF ATTACKS: 
DAM AGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 


MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1 

3 

6, Sw 12 
II (50 hp) 

9 

1 

2d 10 

Engulfing, wall of ice 
Immune to paralysis, poison, add, 
cold, gas, caused wounds; Strength 
or energy drain; steep, charm and 
hold spells; and water-based crea¬ 
tures, spells, and effects 
Nil 

L (W long/wide) 

Fearless (20) 

6,000 


Shaboath golems are a unique creation by the Grand Savant 
Aboleth of the city of Shaboath, They are polymorphous 
watery creatures, not unlike water el e mentals in appearance 
(and are 90% likely to be mistaken for one). They are artificial 
watery constructs animated by a water elemental spirit, 
remaining under Lhe control of the Grand Savant or another 
savant aboleth. 


Combat Shaboath golems are always encountered in water or 
on land within 60 feet of a pool or more sizeable body of 
water* They attack for 2dl0 points of damage with a wavelike 
pseudopod protrusion from their amorphous bulk. The golem 
engulis its target ii it rolls either a natural 20 or at least -4 
above the minimum required on the attack roil. An engulfed 
victim automatically suffers 2dI0 points of drowning damage 
per round, minus 1 point of damage per point of Constitution 
above 12 (minimum damage 2 hp). A target protected by an 
operative water breathing spell or a necklace of adaptation will 
not suffer this damage, but an ahy water spell provides no pro¬ 
tection unless the golem fails its saving throw vs, spell (in 
which case the entrapped character can breathe normally 
although the spell does not harm the golem ). Engulfed crea¬ 
tures are subject to attack from the golem in melee, though it 
usually directs such attacks at other targets. A shaboath golem 
can engulf up to thirty tiny creatures (size T), ten small crea¬ 
tures (size 5), four medium creatures (size M), or one large tar¬ 
get {size L). Once per turn, a shaboath golem can create a mill 
of ice; it usually creates a horizontal wall in the air, dropping it 
on enemies not in water for 3d 10 points of damage to each. 

Shaboath golems are immune to all Elemental Water effects 
and cold-based spells, to paraly nation, poisons of all kinds, 
arid, aiu>ed wounds. Strength and energy drains, and gaseous 
attacks. They cannot be poly morphed since they' are themselves 
almost formless, Like all golems, they are immune to any form 
of mind-affecting or mind-controlling spells. They do have 
some weaknesses, making all saving throws against fire-based 
attacks at a -2 penalty, A transmute water to dust spell will 
destroy a shaboath golem utterly If it fails a saving throw vs* 
spell: if it succeeds* the golem loses 3d6 hit points or half its 





current hit point total, whichever is the greater number The 
golem is also immune to any and all attacks from creatures 
from the Elemental Plane of Water, 

A shaboath golem never becomes uncontrolled in any man¬ 
ner, and in this respect it is similar to a greater (iron, stone) 
golem, 

HabiLat/Society: The shaboath golem is an automaton with 
virtually no independent volition or ability to make intelligent 
choices of action for itself, save for self-defensively attacking 
creatures attacking it. Ii is wholly under the control of its mas¬ 
ter* However, the golem con be given orders to guard or pro¬ 
tect some area and to attack any creatures of certain types 
entering the area, provided such instructions are simple 
(' attack any non-aboleth" or "attack anv non-aboleth or any 
non-illithid")* Complex instructions, or conditional ones 
("attack any non-aboleth unless lire creature is wearing a red 
robe and has gray hair"), will fail utterly, It is also capable of 
making rational combat choices and usually employs its limit of 
ice attack before entering melee. 

Ecology: Golems neither eat nor sleep and play no part in the 
ecology of the world they occupy 
The shaboath golem is created by a unique process which 
involves use of the spells animate water (similar to the 7th-level 
priest spell tv innate rock, but the aboleth variant is a water- 
based wizard spell), conjure (water} elemental, elemental aura 
(water),* waft of fee, and wish. A total of commanding water ele¬ 
ment uk must be used in the creation of a shaboath golem, and 
this item is consumed during the manufacture of the automa¬ 
ton. Creation time Is believed to be some ld4+8 weeks, and 
the cost is some 60,00(1 gp. It is only possible for the C hand 
Savant Aboleth to create these unique water-based golems; 
other wizards only know the secrets of creation of golems 
crafted from Elemental Earth, making the production of this 
automaton a unique secret of the aboleth 
* Hits spell can be found in lhe Tome of Mir^fc 
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Hag, Bheur 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVI TY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 

Cold regions (Rashemen) 

Very rare 

Solitary' 

Day or night 

Carnivore 

Very (11-12} 

Nil (D) 

Chaotic evil 

NO. APPEARING; 

1 

ARMOR CLASS: 

-3 

MOVEMENT: 

12, fly 48 (A) 

HIT DICE: 

10 

THACO; 

11 

NO. OF ATTACKS: 

2 

DAMAGE/ATTACK: 

2d6/2db 

SPECIAL ATTACKS: 

Stuff of frasi 

SPECIAL DEFENSES: 

See below 

MAGIC RESISTANCE: 

40% 

SIZE: 

M 

MORALE: 

Fanatic (17) 

XP VALUE; 

6,000 


The bheur, or blue hag, of Rashemaar legend is said to be the 
bringer of winter, capable of spreading deadly cold over a 
wide area. RaShemaar tales are uncertain whether there is only 
one bheur or many, but in all stories she is a powerful and 
malevolent creature who serves the useful purpose of helping 
to bring winter. She is invariably defeated and driven off each 
spring. 

In most stories the bheur resembles a hideous, wrinkled old 
crone with pale blue-white skin and snow-white hair, 
wrapped in a tattered gray-blue shawl. She carries a gnarled 
gray staff taller than she is, and her voice howls of icy winds. 

Some stories tell of the bheur and orglash (ice spirits) work¬ 
ing in concert to mislead, attack, and devour travelers. No one 
knows whether these tales of cooperation between the blue 
hag and orglash are true; witnesses are unlikely to live to tell 
the tale. 

Other legends speak of epic battles between high-ranking 
wifchkrmi (the Witches of Rashemen) and die bheur, and of the 
early onset of spring as a result of victory by the Witches The 
Witches themselves believe that the bheur is a natural part of 
tlic land and serves a useful purpose, buL they will fight the 
blue hag if she begins to act arbitrarily or cruelly. As the 
Witches say, winter is the best part of the year, but even winter 
pales in the month of Hammer 

Combat: Tire bheur fight by laying their cold palms upon vic¬ 
tims, causing intense pain and 2d6 points of damage from 
pure frost. Flame-based creatures take double damage. 

A bheur carries her staff offw$t, which functions in the same 
manner as a xvaml of frost save that it never needs recharging. 
The staff functions only for a bheur; out of her hands, it is use¬ 
less. If a bheur's staff is lost or destroyed, she must leave the 
Prime Material Plane for a year in order to regain a new' one. 

The bheur is entirely immune to all cold-based attacks and 
suffers only half-damage from fire-based attacks, but she sus¬ 
tains double damage from arid and electricity. T he bheur is 
thus reluctant to engage wizards who use such spells in com¬ 
bat. 



Habitat/Society: Some claim that the bheur themselves bring 
the cold, others that the cold draws the bheur. 

As the skies turn slate-gray and snow sw irls down from the 
sky, driven on howling winds, the Rashemaar shut their doors 
tightly; make certain that they have kid in enough wood and 
food for the winter, and cower in the terrible weather, During 
this time the bheur is abroad, and most Rashemaar fear her 
greatly. 

Like tire dreaded uthraki s ha pec hanging spirits, bheur pre¬ 
fer to prey upon lone travelers, freezing them and devouring 
their frozen bodies. The bheur is also said to sneak into 
people's homes if the doors and windows are not properly 
sealed, where they snatch away young children or unsuspect¬ 
ing residents. Such stories are probably cautionary tales 
against leaving windows and doors open, but they usually do 
tire job keeping young Rashemaar in line for fear of the blue 
hag. 

Ecology: No one has ever seen two blue hags together, leading 
to a widespread belief that there is only one bheur in all of 
Rashemen. After freezing victims, the bheur dines on the icy 
corpses, and it is said Lhat anyone who sees a bheur devour its 
victim may be struck blind or driven mad. Characters who 
witness such an act must successfully save vs. death magic or 
be blinded (75%) or driven insane (25%). Insane characters flee 
(50%), attack anyone nearby, friend or foe (30 %, or collapse in 
a catatonic heap, incapable of speech or movement (20%). The 
madness lasts 2dh days unless the victim receives a cure disease 
or rttfiaiv curse spell. 
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Head, Arcane 


CLIM ATE/TERRA IN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


The Nightmare Lands 

Very rare 

Flock 

Night 

Carnivore 

Average f 10) 

Nil 

Chaotic evil 


NO* APPEARING: 13 

ARMOR C LASS: 3 (7) 

MOVEMENT: TM5(Q 

HIT DICE: 2 

THACQ: IS 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: ld6 (bite) 

SPECIAL ATTACKS: Rash 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: 20% 

SIZE: T(1' tall) 

MORALE: Elite (13) 

XF VALUE: 270 


Arcane heads are the severed heads of wanderers whose physi¬ 
cal bodies die in the Nightmare Lands, specifically the Terrain 
Between The heads are then magically animated by Mullongu, 
the aboriginal wilch of die Nightmare Court. A flock of 13 arcane 
heads serve Mu I tonga, searching for physical wanderers travel¬ 
ing in the Nightmare Lands. 

An arcane head looks much as it did in life, except that it has no 
body. Its eyes are empty and white, and a supernatural glow slip 
rounds il Its teeth am much sharper than those of a normal human, 
and its nark has been sewn shut where it was severed from its body. 
Ari arcane head moves through the power of magical flight, tracing 
mystical patterns in the air as it travels. When the mystic patterns ol 
several heads are combined in a specific wa v; a portal opens through 
which Mu I Ion ga may travel to reach her ghastly servants. 

The only sounds made bv an arcane head are low, pathetic 
moans and Ihe grinding of sharp teeth, \i appears they can com¬ 
municate with Mu t tonga in some wav, but they do not speak or 
otherwise talk to their victims. 



Combat: Arcane heads always attack in a flock, flying around 
their victims and darting in to bite or bash. On the first round of 
combat, the heads dive at a victim, trying to employ their special 
bash attack. \ bash attack requires a successful attack roll It is 
actually a magical attack that inflicts no physical damage. 
Instead, the victim must make a saving throw vs. spell or be 
stunned by the touch of the head's arcane aura for id4s | 
rounds. Stunned characters suffer automatic bite damage cverv 
round from any arcane heads that attack them. 

Each head bites for ld6 points of damage, The speed and 
small size of each head accounts for its Armor Class. If held in 
place (such as by a m f l' spell), a head only has an AC 7. 

In addition to flight and the bash attack, the heads use ihoir 
arcane powers 10 open a magical portal controlled by Mu)tonga. 
It takes at least five heads spinning in unison for k14+1 rounds 
to open the portal Mullonga can step through the portal or use 
it to transport wanderers into a drearnscape. 

Habitat/Society: When not prowling the dark hours on beha lf of 
their mistress, the flock of arcane heads rests in one of the tene¬ 
ments in MulLonga's ever-shifting Ghetloes, There are never more 
than 13 heads in the flock. If am are destroyed, the witch makes 
an effort U> replace them as soon as possible, The heads serve as 
MullongiVs spies throughout the Terrain Between, checking on the 
activities of dream spawn, wanderers, and even the other mem¬ 
bers of the Nightmare Court The heads specifically search for 
wanderers so that Mullnnga can use them in her arcane experi¬ 
ments. If she has no immediate use for a wanderer, he or she is 
cast into a dreamseape for safekeeping. 

Ecology: As supernatural creatures, arcane heads have no place in 
the natural order. They feed on the flesh of physical beings, prefer¬ 
ring the taste of live wanderers though they also sustain them¬ 
selves with the flesh of Tost souls created in the Terrain Between, 


Milllonga 

—from the fikimi! of Dr Itlhousen 

"Mul tonga appears as a hunched, leathery, brown-skinned 
witch dressed in animal skins and carrying a gnarled staff. 
Her eyes are clear and deep, peering out from the wrinkled 
folds of her dark skin. She may seem to be a primitive 
shaman of some sort, an aboriginal old woman who is so 
small as to be harmless, but she is neither of these things. She 
is evil and malicious. 

This villainess thrives on fear and apprehension. Her 
dream scapes are sinister, foreboding places, often devoid of 
other inhabitants save those with sinister intent. Dream seeds 
who suffer from terrible phobias are Ihe fodder of Mullonga s 
voracious appetite, 

There are many things to he afraid of across the land, but 
when that fear controls you, or paralyzes you even when not 
confronted by Its source, you may fall prey to the machina¬ 
tions of Mullonga, Even such simple fears as the fear of com¬ 
mon animals or speaking to crows may be twisted into a hor¬ 
rible drearnscape by this member of the Nightmare Court. 

The witch puts her v ictims into bizarre, twisted dieamscapes 
filled with representations of whatever they tear the mosL 


Worse, while the source of the phobia may he everywhere, it 
will likely be some time before the prey encounters it. Mill tonga 
cackles gleefully while her victims fervidly hope to avoid the 
terrors they know are out there. This continues through several 
different dreams, the source of the fear drawing closer and clos¬ 
er each night, when the source finally reveals itself, it is almost a 
relief to the shivering shells of the dream seeds that remain. 
Among her favorite tools are the arcane heads. 

in the center of the Nightmare Lands, in the City of Nod, 
Mullonga can he found in The Ghettoes, a section of Nod 
even older and more decrepit than the rest. The Ghettoes con¬ 
sist of ramshackle tenements with narrow streets and twisting 
alleys. It is a dark, contusing area, which rarely rests in one 
position long. The entire district roams Nod like a hungry 
predator, taking those within along for the ride. Unspeakable 
things stalk loathesome shadows, just slow enough la be 
caught from the corner of the eye. The very alleyways con¬ 
stantly shift to block the traveler's wav or lead him deeper 
into the Ghettoes, And somewhere at the heart of the Ghettoes 
waits MuIIongaG 

Favored Powers: Alter perception, ego assault, polymorph, 
stow. 
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Hound of Ill-Omen 


CLIMATE/TERRAIN: Any 

FREQUENCY: Very rare 

ORGANIZATION: Solitary 

ACTIVITY CYCLE: Am 

DIET: Unknown 

INTELLIGENCE: Non* (0) 

ALIGNMENT: Neutral 


NO. APPEARING- 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO, OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE; 

MORALE: 

XP VALUE: 


1 

10 

48 

1 

20 

0 

Nil 

Nil 

Nil 

Nil 

M (5 f at shoulder) 
Fearless (20) 

0 


The hound of ill-omen is one of the many beasts that the gods 
use to punish mortals who have offended them in some way. 
Its appearance normally portends the death of the viewer, 
although there have been a few mortals who claimed to have 
survived such an encounter with their deity's agent of doom. 

A hound of ill-omen never appears to punish a mortal for a 
minor transgression against a god. Its appearance indicates a 
major transgression on the part of the subject creature that 
needs to be addressed by the direct involvement of the deity's 
servants. 

Combat: \ lie hound is a fearless creature that does not attack 
its chosen individual directly. Instead, it simply appears with¬ 
in a ghostly ha/e before the individual and howls once. While 
all creatures within 120 feet can hear the howling, only the 
intended individual can see ihe creature without use of magic. 

All creatures who both view the hound and hear the howl 
are subject to its terrible effects. The howling causes the next 
3d 10 wounds suffered bv the creature to cause four times their 
normal damage. Until all Id10 w ounds have been inflicted, no 
healing magic of any kind functions for the affected creature. 

A remove curse spell cast by a priest of at least 12th level within 
one turn of the hound's howling reduces the number of 
wounds to half the normal amount (1-5; round up). The 
quadruple damage remains unchanged, however. 

Those subjected to the howl don't necessarily understand the 
nature of the curse bestowed by the hound. Instead, they 
receive an empathic feeling of death and dread and are imme¬ 
diately made aware of the transgression against the deity. Until 
first struck in combat a cursed creature most likely lias no idea 
of how the god plans to exact its revenge for the transgression. 

Self-inflicted injuries for injuries inflicted by others in an 
effort to circumvent the god's curse! do not reduce the number 
of wounds that must be suffered, though each still causes 
quadruple damage against the affected creature. Only injuries 
sustained outside of the creature's ability to control will fulfill 
the conditions of the curse. 

Once it has howled, the hound turns away from its victim 
and slowly pads off into the mists, Only those who can see the 
hound can attack it; the hound of ill-omen is immune to all 
attacks directed against it by those who can't see it, 

Slaying the hound Is a simple task, but the penalties for 
killing the god's messenger are equally severe. Those directly 



involved who were not subject to ihe howl are suddenly 
affected as i f they were. When the hound of ill-omen dies, the 
god who sent the hound knows who planned to attack it, so 
even if the first attack killed the hound, or one or more of the 
attacks miss, all who attacked or planned to are affected as if 
lliev had actually delivered the killing blow 
If the victim of the initial howling also participated in the 
attack, its effects on him are doubled and return cruse has no 
effect in reducing its severity. In addition, there is a 70% 
chance that the god will send another sen ant (such as a deva 
nr aasimon) to deal with the transgressor. 

Habitat/Society; A hound of ill-omen serves its respective 
deity on that power's home plane of existence. It has no other 
responsibility than serving its power, and il is unique in that 
regard (no power has more than one hound ot ill-omen). If u 
hound of ill-omen is slain, it reforms on its deity's home plane 
in ld4days. 

Ecology: The hound of tit-omen feeds from the power of its 
patron deity, requiring no other nourishment in the fulfillment 
of its duties. It lias no natural enemies, nor do the minions of 
other deities interfere in its travels or missions. 

Some sages believe that the hound is not an actual creature 
at all, bul a manifestation of the will of the deity There is, 
unfortunately* small chance of putting the matter to a test. 
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Human, Cerilian 



Anurien 

Brecht 


(Knight) 

{Tradesman! 

FREQUENCY: 

Rare 

Common 

TREASURE: 

L, M 

T—100 gp 

ALIGNMENT: 

Any lawful 

Any 

NO, APPEARING: 

1-20 

2-12 

ARMOR CLASS: 

2 or 4 

8 

HIT DICE: 

2+ 

143 hp 

THACD: 

19 or less 

20 

MORALE: 

Elite (14) 

Steady (11) 

XP VALUE: 

Varies 

15 

This is a short guide to 

the humans of Cerilia, 

home of the 


Birthright setting. As characters from this setting venture 
forth, the\' might be encountered nearly anywhere, particular¬ 
ly if interworld gates or far-ranging spell jamming is common. 
Nearly all of the general types of humans listed in the 
Monstrous Manual Tome exist in Cerilia. 

Anuirean 

These people are native to the southwest portion of Cerilia. 
The ancient Anuireans were a fair-skinned, red-haired people, 
but the) have mixed with the other Gentians over the cen¬ 
turies, so that blond, brunette, and black-haired Anuireans are 
at least as common as 
the original stock. 

Their culture is Semi¬ 
te udal and based on a 
class of free farmers and 
craftsmen. Local rulers 
are usually titled nobles. 

The Anuireans respect 
nubility and look to their 
leaders to protect them 
from the barbarians and 
savages who surround 
the states of the old 
Anuirean Empire. 

Wizards are in general 
mistrusted, though one 
in the service of a noble 
is tolerated. Bards enjoy 
the role of herald and 
lore-keeper, and are welcomed and well-respected, A lively 
rural tradition includes robber barons and infamous outlaws, 

Commoners identify strongly with their lords, and the deal¬ 
ing and alliances of the noble families are topics of continuous 
discussion throughout Anuirean lands. While the squabbling 
feuds of petty lords prevent a return to the Anuirean's lost 
imperial greatness, their armies of mounted knights, welt sup¬ 
ported by men-at-arms and court mages, are difficult to beat. 

A ty pi cal Anuirean field force has 25-40% knights, 30-50% 
professional infantry (mostly pike dr spear-armed, though up 
to half might have longbows), and 25-40% feudal levy 
infantry Both paladins and rangers might be found in such a 
force, though not in particularly great numbers. 

Brecht 

These short, stocky dark-haired people live in north-central 
Cerilia. Early in their history, they were under the rule of 
Anuirean governors. During this time, Brecht nobility declined 
drastically tn power and importance. When the Empire fell 
and the Brechts gained independence, the guilds and mer¬ 
chants came into power. The current nobility is weak, and sev¬ 
eral states have declared themselves republics. Many Brechts 
are seafaring traders. 


Khinasi 

Rjurik 

Vos 

(Soldier) 

(Berserker) 

(Mercenary) 

Common 

Uncommon 

Common 

1 

Nil 

L, M 

Any 

Neutral 

Lawful neutral 

10400 

10-100 

10-100 

8 to 4 

8 to 6 

7 to 4 

1-6 hp 

2-7 hp 

2-8 hp 

20 

20 

20 

Steady (10) 

Fearless (20) 

Steady (12) 


13 15 

The magical arts are 
mistrusted, most often 
finding an outlet in schol¬ 
arly disciplines such as 
alchemy or the fabrication 
of more mechanical 
inventions. Bards are 
viewed as wastrels, 
w hose works are pretty 
but ultimately frivolous 
and lacking solid value. 

They are tolerated, but 
considered a bad example 
for the young. 

The Brechts believe in 
free enterprise, and Brechl 
society revolves around 
wealth. The Brechts have a 
fierce love of independence and a tradition of self-reliance; they 
don't wait for their lords or rulers to solve problems for lhem 
Commerce and trade are expressions of this belief, and Brecht 
commoners owe their first loyalty to guilds and companies. 

The Brecht are conservative and pragmatic, preferring to 
bargain their way out of trouble If possible. White not enlirelv 
cold to the needs of others, they tend to weigh the costs and 
benefits of their actions; they are not given to heedless gen¬ 
erosity or wild gambling. They are comfortable w ith their owm 
lifestyle, and slow to adopt the ways of others, 

A typical Brecht field force has t(K20% knights, 40-50% pro¬ 
fessional infantry armed with pike or crossbow, and 20-30% 
militia. The leaders and front ranks of pikemen are the most 
heavily armored, and Brecht foot soldiers are generally stead¬ 
ier than their Anuirean counterparts. Paladins are rare, but 
rangers are rarer. The strength of such a force is often in its 
masses of pikes, though lighter raiding forces might be landed 
bv sea to harry the coastal towns and farmlands of a foe. 

Khinasi 

These people come from the region called Khinasi and speak a 
language called Basarji They are tall and lanky, w ith aquiline 
features and dark eyes. Their complexions range from a light 
coffee to a dark brown. 

Men wear loose-fitting breeches of Light colored linen or 
silk, a broad sash of colorful fabric, and a fight-fitting high-col¬ 
lared shirt with half- or three-quarter length sleeves. Colorful 
vests are common and wealthy men wear lavishly decorated 
shoes. Women's dress is similar, but cover the legs to the ankle 
and arms to the wrist for decency. It is considered improper 
for either gender to appear in public without a head covering, 
generally a cap, scarf, turban, or light veil. 

Unlike the other human cultures of Cerilia, the Khinasi 
have no fear of magic. The study of magic is considered the 
noblest of callings, but raising or communicating with I he 
dead is strictly forbidden. 
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Khinasi bards are not respected, being mostly poor wander¬ 
ers of dubious honesty. They lack the status of Anuirean bards, 
and are commonly considered vagrants and thieves. 
Professional storytellers, however, are highly respected. 

Thieves' guilds are vigorously rooted out by Khinasi city gov¬ 
ernments, though some operate successfully, the culture has a 
long tradition of hidden cults and guilds of assassins, though 
most Khinasi view their activities with horror. 

like the Brechts, Khinasi commoners are traders and mer¬ 
chants, but an individual's decorum, hospitality, conduct, and 
ability to entertain lavishly are far more important than wealth. 
Piety, politeness and eloquence mark high breeding and wis¬ 
dom, and Khinasi disputes are marvels of suggestion, Khinasi 
aggressively assimilate aspects of other cultures they find use¬ 
ful, yet maintain a core lifestyle that is their own. 

Many Khinasi sprinkle everyday speech with brief prayers 
For success in routine 
ventures, blessings on 
passing strangers, and 
invocations of divine 
favor for great enterpris¬ 
es. Swearing in a deity's 
name is a horribly crude 
and barbaric act. Slavery 
is unknown; a person of 
skill might rise without 
limit with hard work and 
a little luck. Khinasi 
rulers are skilled in 
diplomacy and subtle. 

The highest noble titles 
include emir, satrap, sul¬ 
tan, and khan 

In war, the nobles fight 
as mailed cavalrv mounted on medium horses, armed with 
lance* scimitar (or saber), and javelins. Khinasi professional 
warriors wear chain mail and carry scimitars, while Khinasi 
militia is generally unarmored* Typical militia weapons 
include spears* clubs, daggers, and composite bows. Seafarers 
and herders typically wear leather armor and might carry a 
cutlass or short sword, sling, or dagger. 

A typical Khinasi field force has 30% medium cavalry, 20-30% 
light cavalry, and 40-50% split between spear-armed militia 
levies* archers* and i rregular light troops such as hi Ilmen or 
marines. Paladins are as common as in Anuirean armies, 
rangers tend to be from hills or deserts instead of forests. 

Rjurik 

These tall broad-shouldered people live in the forests and 
highlands of northwestern Cerilia. They have blond or red 
hair and fair complexions. Men and women most commonly 
wear their hair in long braids. 

t he Rjurik are stubborn individualists who don't swear feal¬ 
ty to anyone but their own kin; the family is the most impor¬ 
tant part of Rjurik life. The local rulers are jarta, though druids 
hold the real power. 

The Rjurik are suspicious of wizards and outland priests 
and may treat them roughly or subject them to crude pranks it 
given cause. Bards are called skalds, and are the keepers of his¬ 
tory and lore. A hard can find a ready hearth in all but the 
meanest of Rjurik halls. 

Most Rjurik follow the god Erik, a druidical power, and 
druids arc revered throughout Rjurik society as teachers, lead¬ 
ers, and advisers. All Rjurik have a deep respect and love for 
Cecilia's wilds, and carefully avoid over-hunting or clearing 
virgin forest. 


A typical Rj u kik force 
has 20-25% elite warriors 
under the overall chief¬ 
tain, 25-40% experienced 
Warriors trained to fight 
in dose order, 25-30% 
irregular warriors with 
light weapons; and up to 
25% light archers. The 
war chief, war band lead¬ 
ers, and their immediate 
retinues have the best 
armor* usually chain 
mail and the war axe is a 
favored weapon. There 
may be a scattering of 
berserkers, but no rangers or paladins. 

Vos 

The Vos are a barbaric race from the cold mountains and 
forests of northeastern Cerilia. They are a tall, thick-boned 
people with flat features, light eyes, and sallow skin. Male 
warriors are fond of shaving their heads and wearing long, 
drooping mustaches. Their dress Is rough, often quilted, and 
heavy furs are worn against the bitter cold* 

The Vos have a rigid code of face and honor that demands 
blood for even unintentional insults. Their leaders are war- 
chiefs known as tsarews who are advised by ihc priests of the 
grim Vos gods. Almost all Vos men are warriors and hunters— 
other professions are considered unmanly. Vos women are by 
custom greatly limited in their freedoms, although a few 
women have succeeded as warriors or 

Magic is the prerogative of the nobility—wizards are feared 
by the people. However, no noble would throw away a peas¬ 
ant skilled in magic who could be useful against his enemies 
Vos live in lands bitterly contested by orogs and similar 
humanoids* and harsh conditions have bred a harsh people. 
Their rulers are visionary priests of dark and bloody gods who 
encourage continual warfare against each other and the ene¬ 
mies surrounding them Though the Vos don t believe in 
mercy* they understand compassion while they hunt their 

enemies ruthlessly, true 
friends are treasured . 

A typical Vos field 
farce has 25% lizard 
riders {exceptionally 
mobile in snow), 50% 
close order footmen, 
and the rest archers or 
irregular light infantry. 
Because paladins and 
rangers are nearly 
unheard of and wiz¬ 
ards and priests are 
rare* Vos war leaders 
compensate by becom¬ 
ing masters or strata¬ 
gem and treachery* Two 
key strengths of the Vos 
arc the stoic capacity to function in spite of extreme priva¬ 
tion—lack of food, shelter* warmth, and equipment—and an 
extraordinary discipline and march endurance. It is nut unusu¬ 
al fur a Vos army to outmarch a conventional force of cavalry, 
and more than one encamped Vos army has slipped away in 
the night without alerting vigilant enemy scouts. 
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Hybsil 


CLIMATE/TERRAIN: 
FREQUENCY 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 

Temperate forest, plain, or hill 

Rare 

Tribe 

Day 

Omnivore 

Average to very (8-121 

L K 

Lawful good 

NO, APPEARING: 

1-6 (8-64) 


ARMOR CLASS: 

7 


MOVEMENT: 

15 


HIT DICE: 

1 


THACO: 

19 


NO. OF ATTACKS: 

1 


DAMAGE/ ATTACK: 

By weapon 


SPECI AL ATTACKS: 

Sleep arrows 


SPECIAL DEFENSES: 

+4 to all saving throws, 

immune to 


poison, limited thief abilities in for¬ 


est terrain, continual light , ventrilo¬ 
quism, pass without trace 

MAGIC RESISTANCE: 

Nil 


SIZE: 

S (3' tall) 


MORALE: 

Average (9-10) 


XP VALUE: 

420 


Guard 

975 Ranger 

3.000 

Leader 4th 

1,400 Leader 6th 

3,000 

Leader 5th 

2,0lX) Leader 7th 

4,000 


Hybsils look like a gross between a small antelope and a pixie, 
brownie, or sprite. These antelope centaurs can be found in 
large forests or small woods across the Heartlands, and often 
venture into nearby plains or hills to hunt or forage. T he color 
of the antelope body ranges from dark gray to chestnut brown, 
and sometimes sports small spots, white tail, white or tan 
striping, or dark socks and tail. Male hybsils grow antlers and 
shed them seasonally. Hybsil ears are pointed and graceful 
with a small tuft of hair on their tips, 

Hybsils are somewhat xenophobic, preferring the company 
of their own kind. In the Realms, they have been sighted in the 
Border Forest, the Reaching Woods, and the Trollbark Forest 

Combat* Hybsils fight with daggers, short swords, or short 
bows. Hybsils coat their weapons with a rare plant juice blend 
that causes sleep for ld4 hours. The victim is allowed a saving 
throw vs. poison at -4 to avoid the effects, Hybsil bows bas e 
normal short bow range, and their arrows inflict Bight arrow 
damage (ld6), in addition to Eire sleep effect 

Hybsils have inherited some of the powers of their fairy 
cousins. Once per day a hybsil can use Lhe following spell-Iike 
abilities: continual light , mirror image, pass without trace, and 
ventriloquism. Hybsils gain a +4 bonus to all saving throws and 
an immunity to all poisons due to their fey nature and an 
extremely high Constitution, 

Because of their familiarity with forests, hybsils have a 75% 
chance to hide in shadows and move silently when in any for¬ 
est. They also have a 5tt% chance to find and remove traps or 
snares when in an arboreous environment, hi addition, once a 
day for one turn, a hybsil can break into a gallop and travel at 
the rate of 21. 

Hahitat/Sodety: Hybsils live together in closely knit tribes of 
up to 80, but rarely less than 20, members. Young male hybsils 
sometimes break away and attempt to start their own tribe if a 
tribe's numbers total more than 50, Hybsils are seminomadic 
and may roam over vast forests or plains, either in search of 



food or to preserve their isolation from other sentient species 
Because of this tendency to roam, most hybsil tribes Jive in or 
near large forests and grasslands. 

Male hybsil are in charge of hunting, gathering, and protect¬ 
ing the tribe from external invaders Female hybsils rear and 
educate the young, preserve tribal lore and traditions, main¬ 
tain an oral history of the tribal range, and care for the injured 
and the sick Females can wield weapons as the males do 
when necessary, but in general do not do so on n day-to-day 
basis Female hybsils are seldom encountered outside of their 
tribe's home camp nr village unless searching tor a stray 
young one or on a special quest. 

Every tribe of hybsils has a leader oi 4th-7th level who is 
either a druid (60''w) or a mage (4b 1 :,,). For every 30 or more 
hybsils in a tribe, there w ill be Id4 hybsils with 3 I ID who are 
charged solelv with guarding the tribe. A tribe of 50 or more 
hybsils will also have a mighty warrior w ho has 5 i \Q and the 
all skills of a 7thdevel ranger. 

Ecology: Hybsils eat fruits, berries, roots, and small mammals 
that they hunt. They live for up to 50 years, and those with 
s pel hasting abilities have been known lo live well past 70 
years of age. 

I lybsil antlers are said to have magical powers, and have 
fetched as much as 100 gold pieces from certain wizards, 
sages, and alchemists Since hybsils shed their antlers every 
year, it is not necessary' tn injure hybsils tn obtain their horns 
However, since hybsils do not like people trespassing on their 
territory, it ts often difficult lo gain permission together shed 
antlers, or to befriend a male hybsil and convince him lo give 
one a wa v. 
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CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Any land or subterranean 
Very rare 

Family Lack (10% solitary} 
Any 

Carnivore 
Semi- (4) 

Nil (except as guardian) 
Lawful neutral 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACQ: 

NO, OF ATTACKS: 
DAM AGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1-8 

3 

9 

10 
11 
5 

ld8 (x4 daws)/2d8 (bile) 

Fire breath 

Nil 

40% 

G (40% long) 

Spec icd 
5,000 


I brand I in, nr lurkem-in-darka rss, as they are formally 
called, are t reatures created from fire lizards by human 
denes of the god Ibrandul (.see Ecology below). They look 
like fire lizards with long, thick tails, in other words: elon¬ 
gated, wingless red dragons, Ibrandlin have grav-scaled 
bodies, with red-and-brown mottled backs and reddish 
undersides, Ha kill mgs are light gray all over, their scales 
darkening with age. 

Combat: Ibrandlin attack with a lethal combination of 
raking daws and a vicious bite. Their serpentine bodies 
rear up on their tails to enable them to use all four claws, 
and they can simultaneously daw and breathe fire. Their 
fire breatli is usable every fifth round: a cone 5 feet wide 
at the mouth, 10 feeL wide at the end, and 15 feet long. 

The breath inflicts 2d6 points of flame damage upon all 
creatures it touches, halt damage if a successful saving 
throw vs, breath weapon is made Although an ibrandlin 
does not use its bite attack in the same round that it 
breathes tire the bite attack mil is used in one sped a 1 
Case. A being right in front of the creature's maw when it 
breathes (and not immune to fire) suffers full flame dam¬ 
age—12 hit points, no save allowed—if a bite attack mil is 
successful Ibrandlin are naturally immune to fire-based 
attacks, 

Ibrandlin can climb, albeit slowly (MV 6k can pry open 
doors, and carry prey or objects. They lack the intelligence 
or precise control to wield magical items, but can dupli¬ 
cate an action they have just seen performed, such as 
hurling, a javelin of lightning or throwing a missile from a 
Hcckhur of missile An ibrandlin throwing an item has a -3 
penalty to its attack roll. If the attack misses, roll an addi¬ 
tional Id 10 to decide how far in feet the impact location is 
from Us intended target, 

Ibrandlin can pin creatures with a successful THAO) 
roll. This replaces 3 claw attacks during the round, and 
means that the creature has railed its massive bulk atop a 
foe, using its legs to distribute most of its weight Pinned 
creatures that tie quietly (verbal-only speltcasting possi¬ 
ble) will be unharmed. Creatures that move or fight will 



Sect of ibrandul 

I brand ut, whom most adventurers have probably 
never heard of, is the "God of the Dry Depths/' (called 
"The Skulking Cod" by nonworshipers} a god of cav¬ 
erns and dungeons and the Underdark. Worshippers in 
Calimshan and other areas of The Shining South claim 
that Ibrandul watches over humans who must venture 
into hostile underground areas, aiding and guiding 
those who serve him- when they are in need. 

Tills small, chiefly chaotic neutral sect is expanding, 
its power steadily growing since the Time of Troubles. 
Thalandar, the high priest of Ibrandul, is famous in 
Tashluta fur his impassioned "Who will lead you in the 
darkness?" sermons. He is try ing to establish IbranduTs 
worship as a powerful and respected faith in 
Waterdeep, located as it is over a vast and famous 
dungeon of underground moms and powers. Player 
characters will begin to hear his proselytizing message, 
second or third-hand, in the taverns of the City: 
"Ibrandul guides you in the dark wavs, drives away 
some dwellers in the darkness who would do you harm, 
and from time to lime reveals great treasures to those 
who venture into the depths/" 

Unknown to all the worshipers, Ibrandul was killed 
by the hand of Shar. She always jealously guarded her 
portfolio of darkness and her worshippers, and when 
Ibrandul was weakened tremendously during the Time 
of Troubles, Shar killed him for daring to subvert fol¬ 
lowers of the dark away from her worship. After the 
gods ascended to the heavens. Shar acquired the power 
and portfolio of Ibrandul. 

She keeps watch over the sect of Ibrandul and grants 
the clerics thejr spells, She is pleased with their work 
and uses her power to help the ibrandlin breed true. She 
is currently influencing Thalandar to spread the word of 
Ibrandul to Waterdeep, appearing to him in dreams. 
Sharis guise as Ibrandul is quite useful to her, allowing 
her to subvert the worship of her hated enemy Selune 
without drawing attention to her most faithful wor¬ 
shipers, the nightb,ringers. Watcrdeep is one of the seats 
of Selune's power, and Shar/ ibrandul enjoys the deli¬ 
cious irony of secretly eroding the power of the Lady of 
Silver. Whether they call her Shar or Ibrandul she val¬ 
ues her worshipers of the night. The ibrandlin are her 
gift, guardians of the night's faithful. 
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find the ibrandlin's full weight on them will take crushing 
damage of ld4 points each round. Trapped creatures can 
move slightly but incur a penally of-3 on attacks and 
damage. A single ibrandlin can pin and entrap up to five 
man-sized erealures. 

To escape a linker's pin, a successful Strength check 
and a successful Dexterity check in the same round are 
both required, even it the ibrandlin is dead; the Strength 
check allows the character to lift the creature's bulk away, 
and lhe Dexterity check gives the chance to roll free from 
under the monster, A hm or paralyzed i brand tin's flesh 
hardens: add a +10 penalty to the ability check rolls of a 
woo I d -be escti pee. 


Ibrandlin ordinarily eat cows, lame horses, and other 
livestock that priests procure, and seem immune to dis¬ 
eases, poisons, rot grubs, and other parasites. They can 
be fed meat that would otherwise be buried or burned. 
They have no real enemies, although wyvents and drag 
tins have been known to attack them. Their eggs are 
worth 5,500 gp, hatchlings 8,000 gp-—both purchases 
carry the enmity of all priests of Ibrandul, who will try 
to seize them by all possible means, 



Habitat/Society: These creatures are trained from birth 
to revere and protect men and women 
wearing the vestments of Ibrandul—dark 
purple robes or tunics with four inter¬ 
locked silver circles—and to guard a lair, 
usually a temple, against intruders. 

Always used as guard lizards, ibran¬ 
dlin are found wherever priests of 
Ibrandul place them. The lizards them- 
selves prefer subterranean fairs or dark 
interiors of buildings and usually sleep 
50% of the time. They can tolerate wide 
extremes of temperature, and they also 
react instantly to any situation when 
awakened Hatchlings are always taken 
from the birthing area by priests for 
training. 

Ibrandlin do not hoard treasure. They 
form family groups with all inhabitants 
of a temple, working as a team to guard 
the common items and splendors of their 
home lair. An ibrandlin removed from its 
lair, ii it remains on the same plane, will 
always know the direction home, and will 
slowly, doggedly travel back. Ibrandlin 
who lose their masters will aggressively 
defend their lair, even if it is hi ruins. If 
new individuals arrive dad in the familiar 
vestments of Ibrandul, the lost lurkers will 
readily accept new masters. Ibrandlin are 
trained to understand both one word verbal 
commands and gestures: "Attack!" "Defend!" 

"Hat" "Don't Hat" and "Stand Guard" (that is, 
don't let this creature move) are by far the 
most common, 


Ecology: The god [brand llL imparted secret 
breeding processes and transformation 
spells to his most faithful followers over 
the centuries, enabling them to create loyal 
temple guardians from captured fire 
lizards. IViests of Ibrandul are very excit¬ 
ed: after hundreds of years, their artificial¬ 
ly-created "lurkers-in-darkness" are begin¬ 
ning to breed true, producing ibrandlin 
rather than hatchling fire lizards. 







Imp, Chaos 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 

DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT; 

Limbo or any 

Rare 

Swarm 

Any 

Unknown 

Average 

Nil 

Chaotic neutral 

NO, APPEARING: 

2-12 

ARMOR CLASS; 

3 

MOVEMENT; 

12 

HTT DICE: 

3 

THACO: 

17 

NO. OF ATTACKS: 

1 

DAM AGE/ ATTACK: 

Nil 

SPECIAL ATTACKS: 

Chaos 

SPECIAL DEFENSES: 

Nil 

MAGIC RESISTANCE; 

Nil 

SIZE: 

T ( 2 ' tali) 

MORALE: 

Fearless (19) 

XP VALUE: 

175 


Chaos imps arc small perverse creatures, native to the wild 
and turbulent forces of Limbo, They are rarely more than two 
feet tall and monkey l tke in proportion. Beyond this, little is 
consistent In the appearance of these creatures. Their noses 
and ears are huge or small sometimes lop-sided on the same 
imp. Face and expression change with the creature's fancy. 
Over time, travelers have confused them with mites, mephijs, 
gremlins, and a host of other equally small and pestiferous 
creatures. The only sure identification comes too late, after the 
imps have wrought their harm, 

Combat Combat seems hardly a fair description when a nest of 
chaos imps attack. Chaos imps are hardly interested in their 
opponents at all The imps don't want to fight; they only want 
to infest an individual's gear. Chaos imps can meld with nonliv¬ 
ing objects so that imp and object are one. This power works 
only on non-limbo matter and only on inanimate objects. 
Objects imbued with an intelligence or a spirit, such as an intel¬ 
ligent sw r ord or an iron golem, cannot be infested* A tree formed 
from the primordial soup of Limbo by a character's will can't be 
infested bv a chaos imp; a plain +1 from elsewhere can. 
Chaos imps naturally sense the differences between materials,, 
alway s choosing stable matter over unstable. 

As a matter of taste, the imps prefer substantial objects— 
swords, shields, pots, spikes, and armor—over flimsier articles 
such as clothing, cloaks, boots, and scrolls, Fhcy are always 
drawn to magical items, however, and seek to meld with these 
in preference to other things. 

To infest a non magical object, the imp needs only touch it 
for one round. Magical items have a saving throw of 14, 
improved bv one for every +1 or additional power the item 
has. At the end of the round the Imp is absorbed into the item, 
its essence flowing like water into it. The merging causes no 
change in the phy sical properties of the item: mass, shape, 
density, and function all remain the same* Even I he magical 
power of an item remains unchanged infested items don't 
radiate magic I unless already magical) and behave no differ¬ 
ently as long as the item remains in Limbo. Only when a chaos 


imp believes it is off the plane will the creature reveal itself. 

Whenever possible chaos imps attack by stealth, slipping 
into objects when the characters are distracted by other things. 
If forced or discovered, they make a direct attack. They have 
no ability to physically harm a character, but fighting them is 
still difficult and dangerous. Normally if forced to fight, the 
whole lot of them swarms a single character, one attempting to 
distract while the others complete their infestation, Even bat¬ 
tling an Imp is risky, since any blow' may allow the imp to 
infest the character's weapon. Since the contact is fleeting, the 
item is allowed a base saving throw of 10 to avoid the effect. 

The chaos imp has the power to transform its host on a 
whim. For all practical purposes, the character is actually car¬ 
rying a Utile bit of Limbo's chaos-stuff with him. When a fight¬ 
er reaches for his sword he might draw an empty snakeskin or 
a bowl of pudding. Transformed objects are roughly the same 
mass, but that is the only limitation. Unless the character 
maintains mental control over the object's form (the same as 
he would over Limbo), it unexpectedly transforms. The imp 
can also speak from within the item. 

There are two ways to get rid of a chaos imp The first is to 
destroy the item; this causes the imp to flee. For example, drink¬ 
ing an infested potion would cause the imp to suddenly spring 
from the bottle. The second is to cast an abjure, animate abject, 
banishment, or dismissal on each object. This forces the imp from 
the item, although it instantly' attempts to merge with the near¬ 
est object A dispel magic forces out all imps within the spell's 
area of effect in addition to its normal operation. Once J 'de- 
imped/' characters should run. Distance is tire best protection. 

Habitat/Society: Chaos imps on Limbo are always encountered 
in nests—these are nothing more than inert bubbles. Only when 
a host comes with range do the imps actually take form and 
attack. Chaos imps don't reproduce bv anv known means; it is 
quite likely that they spontaneous! 3 ' appear throughout the 
plane. Off Limbo, the imps eventually dissipate if driven from 
their host and bereft of any other object to inhabit. 

Chaos imps are mischievous and clever, and appear to have 
two main goals. The first is to escape their plane, but they can 
leave Limbo only within an object. Thus, they lie dormant in 
infested items until they believe they are off Limbo. Experienced 
Limbo travelers try to trick infesting imps into revealing them¬ 
selves by pretending to be off the plane. The image of another 
plane must be imposed on Limbo (requiring a check to impose 
one's will). The DM then secretly makes another check (again 
using the character's skill) to see if the image is convincing to the 
imps, ft it is passed, the imps reveal themselves in 3d6 turns. 
Otherwise, they are not fooled by the attempt, 

Second, as befits their origin, they delight in cremating chaos 
and confusion at every chance. It is quite probable that they 
are carrying out the will of the powers of Umbo in spreading 
the dominion of chaos. 

Ecology: As impractical as these creatures are. there are those 
who find a use for them, Certain planar factions (particularly 
the Anarchists and the Xaositects), various fiends, and trick¬ 
sters enjoy bestowing infested "gifts' on their enemies. 


(Chaos imp illustration la left) 
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Ixitxachitl, Ixzan 


CUMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Underdark lakes 
Very rare 
Tribat 
Any (day) 

Omnivore 

High to Genius (13-18) 
Nil (R ICS) 

Chaotic evil 


3-li) i Id 8 + 2) or 20—101 (yd 1 (h- 11 1 in 

Liir 

4 

3, swim 12 
1+1 to 6+6 
1+L 2+2 HD: 19 
3+3 HD: 17 
4+4,5+5 l-ID: 15 
6+6 HD: 13 
1 ( 2 ) 

1+1 to 3+3 HD: 2d4(+ld8) 

4+4 to 6+6 HD:3d4 (+ldl 0 ) 

Nil (see below) 

Half damage from blunt weapons 
(unless +3 or above), +4 saving 
throw bonus against illusions and 
Elemental Water 

Nil 

1+1 to 3+3 HD: M (5 f wingspan) 

4+4 to 6+6 HD: L (7' to 10' wingspan) 
Champion (16) 

1+1 HD: 63 
2+2 HD: 120 
3+3 HD: 175 
4+4 HD: 270 
5+5 HD: 420 

6+6 HD: 650+ (see below) 

Ixzan are a freshwater offshoot of the ixitxachitl race. They are 
intelligent, evil creatures who resemble manta rays with 
barbed tails. They are variable in coloration, with most having 
gray underbellies and mottled, brown-gray upper surfaces. 
They are semi-amphibious and can survive out of water for 
one full turn before needing to return to it to breathe. If forced 
to remain out of water after one turn, they begin to suffocate 
(see the "holding your breath" rule in the Player's Handbook; 
treat Ixzan Constitution scores as 8 +ld 6 }, On land, they move 
in an awkward undulating maimer, but because their skins are 
thick and rubbery they can traverse even relatively rocky ter¬ 
rain without undue discomfort, though they cannot negotiate 
walls, boulders, and like obstacles. 

Ixzan are vicious, brutal creatures with better organization 
than their alignment might suggest* They worship the evil 
Power llxendren and enjoy stalking, sacrificing, and eating all 
manner of underdark races. They are especially fond of 
svrrfneblin flesh, though by no means adverse to giv mg sur¬ 
face gnome a trv. Their lifespan is variable, with high mortali¬ 
ty among the young: those who survive to adulthood general¬ 
ly live from 40 to 7(> years Mutant types live shorter lifespans, 
spellcasting types longer ones. Vamp irk Ixzan are effectively 
immortal. Ixzan communicate in water by a form of sonar but 
cannot converse cut of water since they cannot vocalize. They 
have gotnl infra vision (90-foot range)* 

Ixzan communities are more isolated than those of their sea¬ 
water cousins and, as a result, they are more variable in nature, 
with a higher proportion of exceptional or unusual types. 


NO* APPEARING: 

ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 
THAC 0 : 


NO, OF ATTACKS: 
DAM AC E/ATTACK: 

SPECIAL ATTACKS: 
SPECIAL DEFENSES: 


MAGIC RESISTANCE; 
SIZE: 

MORALE: 

XP VALUE: 



XP Note: Variant Ixzan are noted below. For purposes of 
determining XP rewards, count priests and wizards as one XP 
category higher than their HD alone would indicate if of 1st to 
4th level, two XP categories higher 11 of 5th to 8 th level, and 
three X\ y categories higher if of 9th or higher level Vampiric 
types are always treated as three XP categories higher than 
their HD totals. Mutant Ixzan count as one XP category higher 
for each special attack they possess (poisonous tail, corrosive 
slime, automatic damage, etc.}- All these bonuses are cumula¬ 
tive* If the category goes off the scale given above (for exam¬ 
ple, a 6+6 HD Ixzan with the abilities of a 7th-level wizard), 
consult the XP award table in the DUNGEON MASTER Guide. 

Combat: The norma] Ixzan attack inode is its bite; those with 
other attacks will certainly use them, as Ixzan spdlcasters are 
wily and use their spells to best effect, ixzan use ambush tac¬ 
tics much as do their ixitxachitl cousins, except that they are 
capable of using them mure effectively due to their superior 
spell use (especially fly and invisibility). Those able to cast levi¬ 
tation are fond of pressing themselves against ceilings in the 
manner of a lurker, thus ambushing prey from an unexpected 
direction. 

Ixzan make sa ving throws against all illusion/phantasm 
spells and all Elemental Water spells with a +4 bonus. They 
are permitted saving throws (with no bonuses) against spells 
of these schools even when no saving throw would normally 
be allowed* Ixzan suffer only half damage from blunt weapons 
below +3 enchantment, due to the hard* rubbery nature of 
their skins. Note that Ixzan spell casters are not inconvenienced 
by a silence 15' radius spell since they do not vocalize during 
their spell casting. 

Priests form some 10 % of any Ixzan community. Their spell- 
casting level is determined by rolling U14 and add mg their HD 
total, to a maximum of 8 th level. They can use spells from the 
following spheres: all* charm, combat divination (minor 
access only), elemental earth, elemental water, healing, necro¬ 
mantic, protection, sun (reversed forms only), and weather 
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(minor access only). Priest Ixzan do not gain bonus spells for 
high Wisdom scores, but they do gain the regular saving 
throw bonuses for superior Wisdom. A typical Ixzan priest lias 
a Wisdom score of 12+1 d6, 

Wizard Ixzan form some 5% of the total Ixzan population. 
These rare creatures have innate spell-like abilities. They do 
not require spell books, nor do they memorize spells. SpelMikt- 
powers are usable one per round, once per day each. Casting 
time is equal to the casting time for the spell, less 2 segments 
(to a minimum casting time of 1 segment). The spellcasting 
level of these wizards Is determined by rolling Idb and adding 
the Ixzan's HD, to a maximum of 12th level. The number of 
spell-like powers is equal to the number of spells memorizable 
bv a normal mage of the same experience level. Wizard Ixzan 
have Intelligence scores of 14+ld4. These spellcasters seem 
able to use any school of spells, but the most commonly 
reported are divination spells and those of the following list: 
charm person, cone of cold, fly, (m*h\ hr storm, invisibility, ittvfcb 
bilihf lif radius, levitation, magic missile, mirror image, slow, and 
sftmesAve; Many have the power of air breathing (the reversed 
form of water breathing). Note that priest and wizard skills are 
incompatible in the huge majority of cases. Only exceptionally 
rare individuals are priest-wizards. 

Mutant Ixzan form only 2% of the population. Thev display 
a variety of abnormalities of form, determined by rolling Id 12 
and consulting the La bit? below; 

ldl2 Mutation 

1-6 Barbed tail, additional attack (IdS or IdlO, depending 
on HD) 

7-10 As above, but + poison (a failed saving throw indicates 
ld6+6 additional points of damage) 

11 Mutant has a thick ridge of jaw bone and can inflict a 
crushing bite (4d4) and then hold victim in its jaws for 
3d4 automatic points of damage per round thereafter, 

12 The mutant's body secretes a thick, corrosive slime. 

Out of water, a successful attack from such a mutant 
splashes the victim with acidic slime (Id6 hp of dam¬ 
age) which then coats the victim for ld-l+2 rounds (ld4 
automatic damage per round). An oil- or alcohol-based 
solvent will remove this slime in one round. 

Mutant Ixzan are neither priests nor wizards. Other, very 
rare, types of mutation may also occur, such as freakish]v thick 
skin (AC bonus, but the Ixzan may be blind and unable to ori¬ 
ent itself except when underwater where it can use sonic detec¬ 
tion effectively), natural magic resistance, or more than one tail. 

Vampiric Ixzan are also rare, some 3% of the Ixzan popula¬ 
tion. Their bite causes the victim to lose one experience level 
or HD, with no saving throw permitted. Vampiric Ixzan may 
be priests (25% chance) or wizards (25% chance), but mutation 
seems to negate vampirism. Vampiric Ixzan regenerate 3 hp 
per round in combat Greater vampiric ixzan, akin to greater 
vampiric ixitxachitl rulers, are rumored to exist, but there are 
no reliable reports of them. Certainly; no form of vampiric 
Ixzan is ever encountered outside of a major lair or city. 


Habits I/Society: Ixzan communities, encountered only in size¬ 
able Underdark lakes, are some 2CJ to 100 strong. Both magic 
and charmed slaves are used in construct the peculiar pyrami¬ 
dal structures the Ixzan favor ( these have significance for their 
reverence of their patron Power). Lakes may even be deep¬ 
ened or extended, and underground passageways feeding 
water into them widened and their courses changed to bring 
extra water to the lakes. 

Ixzan communities tend not to be dominated by a single 
exceptional leader-type but by an oligarchy of the most power¬ 
ful of their priests and wizards. Vampiric ixitxachitl almost 
always rise to important positions within such ruling elites, due 
both to their power and their innate longevity, unless killed off 
by vampiric rivals w ho want to sequester power lor themselves, 

Ecology: Ixzan have no natural predators. On the other hand, 
they may have many enemies, although there is no particular 
race for which they have especial animosity, and rivalries vary 
from place to place. In one Lnderdark domain, Ixzan might 
get on well with drow, whereas in another hundreds of miles 
away they might be deadly enemies. Ixzan have natural affini¬ 
ties with aboleth and kuo-toa. Aboleth are very much the 
dominant party in any aboleth/Ixzan alliance, while Ixzan 
dominate kuo-toa in turn (regarding them a> essentially rather 
stupid—strong, excellent guards, but stupid nonetheless). 

Ixzan will often be found living with kuo-toa, as their respec¬ 
tive Powers (Blibdoolpoolp and llxendren) are known to be on 
good terms with each other. In such communities, Ixzan and 
kuo-toa dwell in separate areas, with the Ixzan guarding the 
entrances to their central pyramid (if they have one) zealously 
Ixzan wizards use their spell powers to assist kuo-toa in battle, 
while allowing the gogglers do the melee in g and lake most of 
the risks, 

Kuo-toa sometimes use Ixzan in a ritual designed to weed 
out the weaker ot their young. Young kuo-toa who have 
reached semi-maturity may be flung .cm masse into a great pool 
filled with Ixzan and forced to negotiate then way through an 
underwater maze while the Ixzan gorge themselves on the 
flesh of those who are not fast, strong* or ruthless enough. 
Since the kuo-toa spawn vast numbers of young, this ritual¬ 
ized weeding-out is regarded wholly dispassionately by them* 
Young who have not survived this ritual are not perceived as 
kuo-toa hv their own kin, only afterwards are they regarded as 
individuals and adults. 

Ixzan are likewise careless of their young, Ixzan are born 
neutral, and only acquire their chaotic evil alignment as the 
result of a gruelling process designed to make them as strong 
and ruthless as possible; those who fail to survive are neither 
mourned nor missed. The only exceptions are the fledgling 
wizards; other spellcasting Ixzan can intuitively sense when a 
young Ixzan has this ability and protect it fiercely inculcating 
their own morality into it through a regimen designed to 
instill a sense of absolute self-worth along with contempt for 
"lesser" beings. 
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Jabberwock 

CLIMATE/TERRAIN: 

Forest 

FREQUENCY: 

Unique? 

ORGANIZATION: 

Solitary 

ACTIVITY CYCLE: 

Any 

DIET: 

Carnivore 

INTELLIGENCE: 

Semi- (4) 

TREASURE: 

Incidental 

ALIGNMENT: 

Neutral 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 

SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XF VALUE: 


1 

-10 

15, fly 15(C) 

15 {99 hp) 

5 

I 

3d ID 

Burble, eyebeams, fear aura, grasp, 
flurry attack 

Immune to non-vorpal weapons 
80 % 

C (3LV body, 25' tad) 

Fearless (20) 

25,000 


The jabber week is a curious creature 
found only in dense, virgin forests, 
In appearance it resembles a 
dragon in its general outlines 
but lacks a breath weapon 
or any treasure-hoarding 
instinct. It is, however, 
fiercely tern tori at and 
attempts to slay and 
devour any intruders jt 
finds prowling about in 
its woods. 

Due to the creature's 
burble attack (described 
below), accurate descrip¬ 
tions of the jabberwoek 
are difficult to come by 
as dazed survivors 
often retain only a con¬ 
fused impression of parts 
and not the whole. 

However, the sage 
Ludovicos I turn ph rev 
made a careful study of 
the beast before his 
untimely demise on a 
recent research trip and 
reported that it has a 
stout draconian torso 
with sturdy hind legs, 
long forearms each 
ending in four feathery 
talons (each talon being 
some four feet long and 
fully prehensile), a long 
sinuous neck ending in 
an enormous head, a pair of 
elegant wings, and a long thin 
talk The creature can rear up on 
its Hind legs and actually take a 
few steps in biped fashion if the need 



occurs (say, lo retrieve a quarry who lias climbed a tree), beat¬ 
ing its wings for balance. It can fly but rarely does, as it prefers 
to keep to the shelter of the trees. The baleful yellow eves have 
red pupils and actually emit beams of light—said to be an 
unnerving sight when spotted approaching in a dark forest 
Moss fills the tiny cracks between its scales, and it's possible 
that the "feathery" appendages hanging from its claws are 
actually parasitic growths similar to Spanish moss. The scales 
themselves are tawny, the color of tarnished gold (if gold 
could tarnish), darkening to brown at the extremities ( the 
wings and claws). 

Combat: The jabberwock is a fearsome opponent, more for its 
re I endlessness pursuit of a target than am other factor. Once a 
jabberwock has chosen a target, it concentrates all its attacks 
on him or her (or it) until the victim is killed (and devoured), 
unLil the jabberwock itself ts slain {a very unlikely event), or 
until the target escapes via teleportation or some similar means. 
Note that like true dragons the jabberwoek has except!onally 
keen senses and can detect imnsiblc or hidden opponents; so 
long as the chosen target remains within its forest, lire jabber - 
wock will pursue it. 

The jabber week's preferred method of attack is a straight¬ 
forward bite with its huge front teeth; its snaky neck enables 
its head to dart out and attack targets 
a surprising distance away 
However, it has several special 
attacks which make its task eas¬ 
ier and the victim's life harder 
(and, often, shorter). First, it 
constantly mutters or burbles 
to itself—a low, rumbling bub¬ 
bling sound that carries up to 
200 feet. Anyone who hears 
this sound must make a saving 
throw vs. spell at a —i penal¬ 
ty or become confused, A jab- 
berwock's confusion is more 
potent than the wizard spell of 
the same name, lasting as long 
as the victim is within range 
and able to hear the noise; in 
addition, it distorts percep¬ 
tion, causing hallucinations 
and strangely skewed judg¬ 
ment of distance: objects, or 
parts of objects, may appear 
much closer or further away 
than they actually are (this 
translates into a -3 penalty on 
the attack roll of anyone suf¬ 
fering from this confused 
warping of depth percep¬ 
tion). A curious side effect of 
the burble is that it acts as a 
sort of babble spell (a reversed 
fcjigwes): the victim's words 
slide, shift, and blend, produc¬ 
ing odd hybrids that make com¬ 
munication very difficult. 

In addition to its burble, the 
jabber woe k also has several 
other special attacks. Its eye- 
beams act as the rays from a 
imrid of paralysis, freezing in place 
any target who fails a saving throw vs. 
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paralyzation. The jabberwock also shares th e fear aura o \ true 
dragons. While Us normal attack is a simple bite with its 
enormous incisors, it can also grasp prey in its great talons, 
holding a man-sized creature helplessly immobilized in 
either forepaiv (it then gains a +2 bonus to bite a target so 
restrained—+4 if the victim Ls held by both forepaws). If seri¬ 
ously inconvenienced (that is, if attacked by a large party of 
well-armed and well-coordinated adventurers), it wilt go into 
a flurry of activity, striking out in all directions like a hurri¬ 
cane with swipes of its forepaw claws (IdlO/ldlO), wing 
buffets (2dlG/2dlO)y hind leg stomps (2d6/2d6), bite (3d 10), 
and tail lash (2d8). Each of these attacks is at a -2 penalty on 
the creature's attack roll; those struck must make a saving 
throw vs. paralysis or be knocked down or driven back (50% 
chance of either), enabling the jabberwock to refocus its 
attack. 

The only effective means of attacking a jabberwock is with a 
vorpal weapon; its extremely tough scales repel all other 
blows (ail non-vorpal weapons inflict only nonlethal subdual 
damage). Even its eyes—traditionally a vulnerable spot in 
armored creatures—are protected by tough semitransparent 
inner eyelids. Its superior magic resistance prevents most 
spells from being effective as well. 

HabitaE/Society; The jabberwock is a solitary creature that 
apparently treats all other beings it meets as prey. The only 
exceptions to this rule are druids, which the jabberwock 
ignores, and sylvan creatures such as dryads, treants, forest 
gnomes, and the like, who can sense its approach and discreet¬ 
ly withdraw in order to avoid a confrontation. It is generally 
believed that, like the tarrasque or phoenix, only one jabber¬ 
wock exists at any one time; certainly only one will be encoun¬ 
tered in any one forest. 

The sage Ludovicos Humphrey maintained that the |abber- 
vvock was created by the forest itself as a sort of genius too, a 
manifestation of the woodland designed to protect it from 
intruders. In theory, then, more than one jabberwock could 
exist, each in its own primal forest, although no duplication 
has ever been recorded. It must be a large and ancient forest to 
manifest a jabberwock, which then acts as a sort of antibody to 
repel or destroy interlopers. Should the jabberwock be 
destroyed, it will reappear within a generation, eiLher in the 
same forest (unless it has been too badly damaged in the inter¬ 
im by logging or settlement) or in a far-distant one. No imma¬ 
ture jabberwock has ever been sighted, and the creature does 
not appear to age. although there are some indications that it 
continues to grow throughout its long life. 

Ecology: Despite its unwavering ferocity the jabberwock 
serves a very important function lor the forest it inhabits. In 
essence, it is the woods' protector its very presence serving to 
keep away most of those who would exploit or destroy the 
woodlands, it is doubtful that the jabberwock is aware of, or 
cares about, the purpose for which it was created; it simply 
fulfills that function by its sheer efficiency as a predator. 


JABBERWOCKY 

'Tam britttg, and the stithy toves 
Did gyre and gimble in the mate: 

All mimsy were the borogaves , 

And the monte ruths oulgrabe 

"Beware tile Jabberwock, my son! 

The jaws that bite, the claws that catch! 
Beware the Jubjuh bird, and shun 
Tie frumious Bandersnateh!" 

He took his vorpal sword in hand: 

Long time the manxome foe he sought- 

So rested he by the Tumtuxn tree, 

And stood awhile in thought; 

And, as in uffish thought he stood. 

The Jabberwock, with eyes of flame, 
Came whiffling through the tulgey wood, 
And burbled as if came! 

One, two! One, two! And through and through 
The vorpal blade went snicker-snack! 

He left it dead, and with its head 
He went galumphing back. 

"And hast thou slain the Jabberwock? 
Come to my arms, my beamish boy! 

O frabjous day! Cailooh! Callayl" 

He chortled in his joy. 

britttg, and the stithy times 
Did gyre and gimbk in the wake: 

All mimsy were the borogaves, 

And the morne raths outgrabe. 
by Lewis Carroll 
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Kyton 


CLIMATE/TERRAIN; 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Arty (Baatorl 
Rare 
Soil Cary 
Any 

Carnivore 
Low (5) 

See below 
Lawful evil 


NO, APPEARING: 1-8 

ARMOR CLASS: 2 

MOVEMENT: 12 

HIT DICE: 8 

THAO; H 


NO. OF ATTACKS: 2 

DAMAGE/ATTACK: Id 10/1 dlO 

SPECIAL ATTACKS: Chain snag 

SPECIAL DEFENSES: See below' 

MAGIC RESISTANCE: 25% 

SIZE: M (6* tall) 

MORALE: Fanatic (171 

XP VALUE: 6,000 


Kytons are a race of creatures inhabiting the city of Jangling 
H iter on the third layer of Baa tor. Kytons are humanoid, though 
it s hard to tell if they are human, They wear chains in lieu of 
clothing and armor, using this "apparel" as weapons. Ihe body, 
arms, and legs are all tightly wrapped with smaller chains. 

When a kyton raises iLs arms, it reveals dangling ropes of 
metal—chains studded with barbs, welded scraps of iron, and 
other small sharp implements. The ky ton's head is also wrapped 
with chains, covering where the hair, eyes, ears, and nose would 
be on a normal humanoid. The only visible features on a kyton 
are its throat, its grimacing mouth, and occasionally one gleam¬ 
ing eye. The ky ton can assume the features of a departed loved 
one or friend—or sometimes that of a much-feared enemy— 
though all one can see is the lower part of the face. No one 
knows whether this is an illusion, or if it is actually the dead per¬ 
son come to horrible 'life," Regardless, anyone viewing a 
ky ton's features must make a successful Wisdom check or suffer 
a -1 penalty to initiative for Id.l rounds from the shock. 



ment, and they are immune to cold. They don't bleed, and if a 
limb is severed with a nonmagi cal weapon* it reattaches itself 
within five rounds. Kytons regenerate lost hit points at a rate ol 
I hit point per round. The only way to permanently damage 
kytons is to strike them with blessed or magical weapons. 
Kytons recover from blessed wounds half as quickly as an ordi¬ 
nary person (that is, at a rate of 1 hit point ev ery 2 days); they 
recover from damage caused by magical weapons as would an 
ordinary wounded person. Kytons will tlee from blessed 
weapons, though they will fight against magical weapons. 


Combat; The approach of a kyton is heralded bv tinkling 
chains and a malicious titter. Kytons are, above all, brutal and 
cruel. They attack in ways calculated to induce as much terror 
as possible hi their victims, 11 this means a cold, direct stalk¬ 
ing, that's what they'll do, If il means fleeting shadows and 
the taint music of chains dashing, then that's their method. 

A ky ton's typical attack is to swing both chain-covered arms 
at its victim per round, using the barbs to lash the target into 
submission. However, a kyton has a far more frightening abili¬ 
ty, one it uses fn times of great need or to inspire great fear. It's 
called the "gift of chains/' 

Within a 20-foot area, kytons can control any chains near 
them. (Interestingly, if two kytons attempt to control the same 
chain* nothing happens until one kyton establishes dominance 
over the other: this takes ld4 rounds.) Further, kytons can 
move along these chains tike a spider tripping across its web. 
Their domination includes shaking chains, rattling them, and 
making them dance like snakes before a charmer. Kytons can 
also make chains grow 15 feet and sprout barbs and honed 
blades. A kyton attacking with these chains gets two attacks 
per round, Survivors of this type of attack speak incoherently 
of sprouted blades and quivering masses of blood—that used 
to be comrades—left behind. 

Kytons cannot be harmed by weapons of less than +2 endian t- 


Habitat/Society: While native to Baa tor. the kvton have been 
encountered in increasing numbers on other planes, and might 
very rarely be found on the Prime Material Plane, On Baa tor, 
all kytons an? equal in Jangling Hiler, tile City of Chains. Thev 
are Lhe city's constabulary, ferreting out transgressors t hey 
don't disagree over standing, though they sometimes squabble 
over choice scraps of their victims. These fights are short-lived 
and usually end with die victor claiming the morsel The loser 
fades {flees, really) into the metal jungle of the city. 

The only treasure a kvton has is that of its victims. That 
hoard can vary widely depending on die ky ton 's pow er and 
the resources of its quarry; 

Ecology: Kytons are the police force of Jangling Hiter, enforc¬ 
ing the city's edicts and trampling those who don’t live by 
them. IPs rumored that they eat their victims, though its been 
put forth that what the kytons really consume are the spirits of 
those they hunt. These sages speculate that kytons survive on 
the anguish of the screaming spirits they catch. 

Tills is conjecture, for kytons have never been studied in 
depth, It is known that a captured kyton can kill itself simply 
by willing it, A dead kyton dissolves, leaving behind an acrid 
stench and a greasy puddle of chains and ichor—nothing 
much there to study; 
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Kyuss, Son of 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

AI IGNMENT: 


Ruins or subterranean 

Very rare 

Group 

Any 

Living beings 
Low (5-7) 

I with type Q (25%) 
Chaotic evil 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT PICE: 

THACO: 

NO. OF ATTACKS: 
DAM AGE/ATTACK: 
SPECIAL ATTACKS: 
SPECI AL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XV VALUE: 


1—3 

111 

9 

4 

17 

I 

Ida 

Fean disease, worms 

Regeneration 

Nil 

M (5'-6' tali) 
Champion (15-16) 
1,400 


Sorts of Kyuss are horrible worm-ridden undead beings that con¬ 
vert the living into cursed undead like themselves. Sons ot Kyuss 
look like zombies and are 75% likely to be mistaken for them at a 
distance. Putrefying flesh hangs loosely from their bones, Their 
skulls are completely devoid of skin, with only a few strands of 
hair and mold remaining. Writhing green worms crawl in and 
out of every' skull orifice. Their clothing is usually filthy, tattered 
rags, but recent converts occasionally have fine garments. 

Combat: Sons ol Kyuss are surrounded by a spherical zone of 
(car, 30 feet in diameter, f hose entering Ibis zone or allowing 
the sons of Kyuss to approach thisdosefy must make a suc¬ 
cessful saving throw vs, spell or flee, with a 60% chance ol 
dropping any held item, The sons ot Kyuss travel in pairs or 
threes, stalking mins nr dungeons in search of victims. They 
use their fear ability lo scatter their victims, then hunt them 
down individually 

Priests can turn sons of Kyuss as if they were mummies. 

Sons of Kyuss regenerate 2 hit points per round. Their limbs 
regenerate even il severed. Sons reduced Lo 11 or fewer hit 
points collapse as it destroyed, but continue to regenerate; 
they stand up to fight when their hit points reach I or more. 
Damage caused by fire, lightning, add, and holy water does 
not regenerate. Pouring holy water into its wounds or touch¬ 
ing the wounds with a holy sy mbol stops a son of Kyuss from 
regenerating; this destroys the creature if undertaken while the 
son of Kyuss is at 0 hit points or less. 

Sons ot Kyuss are exceptionally strong. They attack with a 
double-handed flailing oi their fists that inflicts Id8 points of 
damage Each hit has a 25% chance of inflicting the hideous 
mininm? rot disease on the victim. Until countered with a curt 1 
fJ/sfVtse'spdL this affliction negates any cr/nr umund spell later 
cast on the victim, and reduces natural healing to 10% of nor¬ 
mal. If untreated, the disease will progress and the victim per- 
manrntlv loses 2 points of Charisma every month; the disease 
is fatal in Idh months. 

When a son of Kyuss is fighting in melee, one worm per 
round will try to jump onto the opponent. This requires a suc¬ 
cessful attack roll, at the T1 l.ACfl of son of Kyuss. If successful, 
the worm can still be killed on the very next round by the 
touch of cold-wrought iron, holy water, or a bl&tstid object. Tlit 
is not killed, tile worm will burrow into the Victim. After pene¬ 
trating the skin, the worm will reach the victim's brain in Id4 



pel l 


wit 


will 

delay i __ 

victim dies son of Kvuss. Decay and 

putrefaction set m without Tuttjjer delay. Anyone voluntarily 
touching a son of Kyuss will bc^Rackud bv ld4 worms. Each 
worm receives an attack roll. 

A cure disease or remain curse spell delivered by touch to a 
son of Kyuss will destroy the worms and make the son into a 
normal undead zombie. Of course, ld4 worms will a thick the 
caster as the spell is delivered. 


HabitatVSociety: lire sons of Kyuss are unpredictable. Some 
stalk the dungeon or ruin when? they died, others conceal 
themselves within crypts, still others walk abroad, attacking 
whomever they meet. Rumors persist that high-level evil cler¬ 
ics, sometimes use sons of Kyuss to spread terror, promising 
them eternal rest for their cooperation. 


Ecology: Kyuss w as an evil high priest who created the first of 
these creatures with a special curse, under instruction from an 
evil deity Since then, the number of sons of Kyuss has grown 
steadily 

The worms are tied to the Curse, but exactly how remains a 
mystery. It is known that the worms cannot survive apart from a 
victim or a son. Worms that fail to burrow into a victim die as 
soon as then touch the ground. Any worm removed from a son 
of Kyuss dies within one round of the separation, When a son of 
Kyuss is destroyed, the worms die with him Some sages have 
preposed that the worms might not be living creatures, but incar¬ 
nations of the curse. Sons of Kyuss keep no treasure hoaai. but 
areas inhabited bv sons of Kyuss often contain items dropped by 
fleeing and past victims. Some sons of Kyuss still wear precious 
items that they carried when they were transformed 
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Life-Shaped Creations: Guardians 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 

DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 

Climbdog 

Tropical cliffs 
Very rare 

None 

All 

Special 

Semi* (2-4) 

Nil 

Neutral 

Darkstrike 

Tropical cliffs 
Very rare 

None 

A1J 

Special 

Non (0.) 

Nil 

Neutral 

Protector 

Tropical cliffs 
Very’ rare 

None 

All 

Special 

Animal (1) 

Nil 

Neutral 

Shieldbug 

Tropical cliffs 
Very rare 

None 

All 

Special 

Animal (1) 

Nil 

Neutral 

Watcher 

Tropical cliffs 
Very rare 
None 

All 

Special 

Non- (0) 

Nil 

Neutral 

NO. APPEARING: 

Varies 

Varies 

Varies 

Varies 

Varies 

ARMOR CLASS: 

4 

5 

6 

6 

10 

MOVEMENT; 

6 

Nil 

8 

24 

Nil 

HIT DICE: 

2 

2 

3 

1 hp 

1 

THACQ: 

19 

19 

17 

Nil 

Nil 

NO. OF ATTACKS: 

3 

1 

3 

Special 

None 

DAM AGE/ATTACK: 

Id3/ld3/ld4 

ld8 

1d4/ld4/ld6 

Special 

None 

SPECIAL ATTACKS: 

Nil 

Poison 

Nil 

Special 

Nil 

SPECIAL DEFENSES: 

Nil 

Nil 

Nil 

Special 

Nil 

MAGIC RESISTANCE: 

Nil 

Mi 

Nil 

Nil 

Nil 

SIZE: 

S (3' long) 

S (4‘ long) 

M (5* long) 

1(6" long) 

S (3 r long) 

MORALE: 

Special 

Special 

Special 

Special 

Special 

XP VALLE: 

65 

65 

120 

7 

35 


The life-shaped creations of Athas are organic automatons. 
Some have a modicum of independent in telligence, but all 
mindlessly obey the commands of their masters. They gain 
nourishment from a special nutrient solution rather than food 
and do not need the attention and care of real animals. 


Life-Shaped Creations: Guardian 



Climbdog 

These canine beasts have wide, grasping paws and 
extremely flexible legs, allowing them to climb 
even sheer slopes. On Athas, they accompany 
haifling climbers, giving them protection 
and aiding them with their keen sense of 
smell, hearing, and sight. These senses 
are all at least twice as good as the 
average halfling s. In times of dan¬ 
ger or combat, they sacrifice 
themselves without hesitation 
to protect their masters. 

Climbdogs attack with 
twu claws and a bite, suf¬ 
fering no penalties if attack¬ 
ing while climbing but 
being limited to only one 
daw attack instead of 


Darksfrike 

These guardian creatures look like snakes with large bulbous 
nodules at the end of their serpentine bodies. The nodules 
secrete an adhesive so that they can be attached to walls, 
doors, or other surfaces. Their dark flesh allows them to blend 
into the shadows, becoming 90% invisible in dim light. 
Usually, they are placed in nooks, alcoves, or around comers 
so that they can hide, waiting to pounce. Foes' surprise rolls 



are modified by a ~2 when first 
attacked by a darkstrike. When 
a preselected condition is 
met, the serpentine creature 
strikes at any available tar¬ 
get with its fearsome bite. 
Poison nodules often accom¬ 
pany darkstrikes so that their bite 
carries with it a virulent poison- A 
darkstrike can sense motion 
even in the dark by sonar, 
similar to bats, so attack 
conditions are usually 
based on movement. 
Other conditions include 
the detection of movement 
based on the amount of light (day or 
night), the number of figures passing by the creatures 
at the same time, the size, race, or species of figures passing, 
or similar criteria. 



Protector 

These feline creatures have the 
grace and power of targe cats 
They can be instructed to rec¬ 
ognize intruders and attack 
them. The protectors flawless¬ 
ly discriminate between those 
the) are to protect and those 
who present an obvious threat. 
They attack with two huge daws 
and a tooth-filled maw that rend 
and rip their foes* Unlike predato¬ 
ry cats, however, these life-shaped 
creations do not eat their kills 
or attack out of hunger. 
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Life-Shaped Creations: Transport 


CLTM ATE/TERR AIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 

DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 

Ber-ethem 

Tropical cliffs 

Very rare 

None 

Any 

Special 

Animal (!) 

Nil 

Neutral 

Yihireeflan 

Tropical cliffs 

Very rare 

None 

Any 

Special 

Animal (1) 

Nil 

Neutral 

Gon-evauth 

Tropical cliffs 
Very rare 

None 

Any 

Special 

Animal (1) 

Nil 

Neutral 

Dhev-sahr 

Tropical cliffs 
Very rare 

None 

Any 

Special 

Animal (1) 

Nil 

Neutral 

NO. APPEARING: 

Varies 

Varies 

Varies 

Varies 

ARMOR CLASS: 

4 

5 

10 

7 

MOVEMENT 

FI 45 (A) 

FI 32 (C) 

F! 24 (B) 

18 

HIT DICE: 

4 

b 

9 

4 

THACQ: 

17 

15 

11 

17 

NO* OF ATTACKS: 

l 

2 

Nit 

1 

DAM AGE/ATTACK: 

ld4 

ld4*l /1d4vi 

Nil 

1d6 

SPECIAL ATTACKS: 

Nil 

Nil 

Nil 

Nil 

SPECIAL DEFENSES: 

Nil 

Nil 

Nil 

Nil 

MAGIC RESISTANCE: 

Nil 

Nil 

Nil 

Nil 

SIZE: 

M (6 f long) 

L (8‘ long) 

H {20' long) 

L (7' long) 

MORALE: 

Special 

Special 

Special 

Special 

XP VALUE: 

120 

270 

975 

120 




Shi eld bug 

These wasp-like creations are inches 
lung and can fly up to 30 miles an 
hour. Singly they an? virtually use¬ 
less, but in a swarm they can be a 
formidable defense, A swarm com¬ 
prises 50 to 100 of these creatures. 
They accompany the protected crea¬ 
tore (usually resting on a mount 
until needed), flying up and 
around their master, screening 
out intruders and repulsing 
attacks. When a ranged attack 
(magical or missile) would 
otherwise hit the protected 
creature or his mount, the shield- 
bugs have a percentage chance 
equal to the number in the swarm 
that the attack strikes one of the insects instead of the protected 
one. The attack automatically kills the bug, reducing the num¬ 
ber in the swarm by one, A shield swarm cannot protect against 
area of effect attacks, although all of the 
bugs within the area of effect are slain. 

Against melee attacks, windriders sur¬ 
rounded by swarms have their AC 
improved by 2 places due to the swarm 
obscuring them and fouling the enemy's 
attacks. 

Offensively, the swarm can be 
commanded to attack and harass 
the protected one's foes in battle. 

Every round within the hostile 
swarm, an enemy takes 1 point 
of damage and must make a 
saving throw vs. paralyzation 
to be able to take an action 
other than defending against 
the bugs. 


Watcher 

A watcher is a reptilian-plant creature w ith large, bulbous eyes 
possessed of virtually 360 degree vision. If a watcher observes 
a specific sight preselected by its master, it lets out a loud 
keening sound. It makes no attacks and never moves. 

Ecology: The life-shaped creations are grown and used by the 
Rhul-Thaun, the ha I Ming wind riders of the Jagged Cliff region 
of At has. The Khul-Tbaun also have developed the cam-rahn 
nutrient solution these creatures require 
These life-shaped creations of A thus are organic automatons. 
Some have a modicum of independent intelligence, but all mind¬ 
lessly obey the commands of their masters. They gain nourish¬ 
ment from a special nutrient solution called awhmhn rather than 
food, and do not need the attention and care of real animals. 


Life-Shaped Creations: Transport 




Ber-ethern 

Breen? $pfit& (which is what ber-eth¬ 
em means) are the smallest 
mounts used by the wind rid¬ 
ers of At has. They are 
insectoid flyers with room 
to carry one baffling rider 
and 25 pounds of cargo. 

They can fly up to 75 
miles per hour fully 
loaded. Their long, thin 
wings are twice their body 
length, allowing them to 
fly with not only great 
speed but superb control. 

Ber-ethem can hover, pivot, 
and move straight up and 
down, Designed expressly 
for rapid, controlled move¬ 
ment, ber-ethern can move with speed and grace unequaled In 
nature. Their attack is with a small, poison less stinger. 
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Life-Shaped Creations: Transport 


Wiruiriders choose this mount for quick trips or for operat¬ 
ing in situations where maneuverability is essential They can 
fly through narrow crevices and hover next to the cliff face, 
allowing a rider to harvest plants from a vertical forest. 



Yihn-eflan 

Yihn-eflan are wind riding 
mounts whose name means 
climber. Larger than breeze 
sprites but smaller than soar 
whales* the yihnmften is an 
avian creature with huge, 
oversized wings. Their bod- 
ies are covered with leath¬ 
ers, and lheir heads have 
hawk-like beaks. Their 
only method of attack, 
however, is to rake foes 
with their large talons. 
One to three riders can 
rest safely cm its back 
or 2IX) pounds of cargo 
and a single rider can he 
carried. Fully loaded, a 

gust climber can reach speeds up to 50 miles per hour 
This is the medium wind riding mount, still very fast but 
able to cany more weight than a ber-ethem. these are chosen 
mounts of windriders who know they arc going into battle, for 
yihh-oflan dives upon foes with a terrible ferocity and rake 
with their talons besides its rider's attack. 


Gon-evauth 

Tills wind rider mount is also called a >Ofir white* and some¬ 
times ( usually by outsiders who see them from afar) an air* 
ship. Gon-evauth are huge, balloon shapes, able to keep them- 
selves aloft in the winds of the cliffs by filling their large inner 
cavities with hot, moist air. Windriders ride either atop the 
floating beasts or in gondolas attached beneath the 
beasts that can carry up Lo eight halfllngs or one 




wind rider and one ton of cargo (2,1X10 lbs.). Fully loaded, a 
soar whale moves at a top speed of 30 miles per hour, It has no 
means of attack or even self-defense, and if it hakes more than 
25% of its hit points, it must descend—its air sack has been 
punctured. 

This is the most common wind riding mount, chosen when 
speed can be sacrificed to move great amounts of cargo or 
mam passengers. Additionally, for extremely large and heavy 
loads, several soar whales can be hooked together and flown 
m Learns. Due to their slow, gentle movements, they are good 
for vertical forest harvestings and their undercarriages provide 
excellent steady platforms lor hunters with spine throwers and 
lightning generators. 

Ohev-sahr 

The dhev-sahr is the only land- 
based mount made by the lifc- 
shapers. Its mammalian, hair- 
covered body is round, its head 
resembles that of a camel. The 
creature's four stil Mike legs 
allow it to move very quickly at 
what appears to be an awk¬ 
ward gallop. Despite appear¬ 
ances, however, dhev-sahr 
are graceful and steady. Two 
ha I flings can ride comfortably 
on top, and the creature can 
earn- up to a 120-pound load. 


Ecology: The life-shaped creations are grow n and used by the 
RliuLThaun, the half ling windriders of the Jagged Cliff region 
of At has, i he khui-Thaun also have developed the cam-rahn 
nutrient solution these creatures require. 
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CUMATEiTERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT-DICE: 

THACO: 

NO. OF ATTACKS: 
DAMAGE/ ATTACK: 

SPECIAL ATTACKS: 

SPECIAL DEFENSES: 


MAGIC RESISTANCE: 
SIZE: 


MORALE: 
XP VALUE: 


Ysga rd, A rhorua, Li mho 

Rare 

Family 

Day 

Omnivore 
High (13-14) 

Nil (A.) 

Chaotic neutral or chaotic 
good 


2-12 

3 

9, FI 27 (C), Sw 15 
7 + 14 

13 

1 tail and 1 weapon 
2d6 and by weapon 

type 

Dropping in flight, 
spells, crush 
Spelts, immuni¬ 
ties, + 1 or better 
magical 
weapon to hi! 

25% 

L (human 
torso with 
2tT body) 
Champion 
(15-16) 

9m 


Liflendi are natives of Ysgard, 
though they can travel astral I v 
to the Prime and also may be 
found on the planes of 
Arborea and Limbo. On Lhe 
Prime Material Plane, they 
prefer to dwell in temperate 
or tropical woodlands. They 
are peaceful and delight in 
song and conversation—and 
far from harmless. Those who 
©Send 1111 endi may receive 
harsh treatment at their 
hands, and even blameless 
individuals are subject to 
their pranks. Lilkndi are par¬ 
ticularly hostile toward those 
who seek to impose civilized 
order on the wilderness. 

A Mend has the torso, 
arms, and head of a comely 
man or woman, but also has 
broad, powerful, feathered 
wings and a stout serpentine 
body from the waist downwards, Though 
the humanlike portions of a lillend are of 
unremarkable hue, Lhe feathered and 
scaled parts of its anatomy are brightly 
colored and strikingly patterned. Each 






















Lillend 


individual has a unique color combination and is quite proud 
of it. U3lends wear no clothing hut sometimes wear jewelry. 
They always carry weapons and musical instruments. 

Lillemii do not mate or marry They reproduce partheno- 
gentealty giving birth to offspring that resemble the mother in 
most respects, Li I tend i with male human torsos are biological¬ 
ly female, though they follow male human patterns of dress 
and customs. 

A lillend can understand any intelligent communication, 
including writing or sign language. All lillendi have in fra vi¬ 
sion to 120 feet. Lillendi speak their own language and the lan¬ 
guages of giants, bariaur, and gilhzeraL 

Combat: Lillendi can cast spells, diarm with music, affect 
morale, determine the history of legendary magical items as 
7th-level bards, and they can use any magical Kerns that bards 
can use. in addition to their bardic abilities, they can cast dark¬ 
ness, imlludnanmt terrain, knock, and light each 3 times per day 
Once per day the}- can cast fire charm, Otto's irresistible tiance, 
pass plant, poluitimph self (into humanlike form only), spcnfe uirifi 
speak with plants, and transport via plants, 

Lillendi can breathe water and can move swiftly on or 
under the surface, wings folded tightly against the body when 
they snake their way across the surface. When they dive 
underwater Ihdr wings beat slowly to propel them forward, 
like enormous diving birds. 

They are immune to poisons, noxious gases, normal fire, the 
effects of the Positive and Negative Energy Planes (including 
level draining and enervation), and to any musically based 
magical effect, such as harpy song or satyr piping. They are 
unaffected by all enchantment /charm spells, and only +1 or 
better weapons can strike them. 

Lillendi have 17 Strength and 16 Dexterity for their human 
torsos, with attendant bonuses in combat, Their weapons, 
sometimes magical, are usually long swords, great spears, or 
powerful long bows with war arrows. A lillend catching an 
opponent in her serpentine coils inflicts 2d6 points of dam¬ 
age that round and constricts each round thereafter for 2d6 
points of damage as she crushes the life out of her prey. Any 
creature held in a li Mend's coils suffers a —3 penalty to attack, 
damage, and saving throw rolls. When a lillend attacks prey 
caught in her coils she does so at +1 to attack and damage 
rolls, 

Lillendi carry particularly unpleasant enemies in Might for 
up to in rounds, then drop them fora maximum of 20d6 
points of falling damage. Falls that inflict more than 50 points 
of damage require a saving throw vs, death magic to avoid 
instant death from massive damage, regardless of the charac¬ 
ter's remaining hit point total Lillendi cannot constrict while 
flying, and they cannot earn more than 250 pounds aloft. 

Those who go into battle to meet death fight more fiercely to 
make the best possible impression on the power they serve. 
Lillendi entering the Silent Hour (see below) strike in a calm, 
focused lury, always winning initiative and attacking ai +4 for 
doubled damage, but they always perish at the end of the 
allotted span. 

HabitatfSociety: Lillendi sen e the gods of the moon in the 
realm called Gates of the Moon, which lies on the plane of 
Ysgard, They only travel to the Prime when ordered to do so 
by their Powers. Of all the proxies of Ysgard, the lillendi are 
the least involved in the affairs of others. 


Lillendi are said tn be able to choose the hour of their 
death, the Silent Hour, when they grow weary of life and ser¬ 
vice to the moon. Tills knowledge is either a gift from the 
gods of the moon, or a curse from the powers of Law, whom 
the lillendi are said to have served long ago and then aban¬ 
doned. Shortly before her death, a lillend makes her farewells. 
As she dies she is absorbed into her power's realm, disap¬ 
pearing in a misty fog that acts as a combination moonbeam 
and chaos spell. 

Lillendi who haven't yet chosen the Silent Hour can still die 
through accident or violence, but in death their faces are 
always wracked with despair, for the legends say that those 
w ho do not pass through the Silent Hour are never joined with 
the power they serve. 

Lillendi social status depends on a simple system of initia¬ 
tions into mysteries and ihe ownership of certain totem masks. 
The mysteries are akin to secret societies, and each mystery is 
a specific kernel of wisdom passed on from one generation to 
the next. The more societies a lillend is a member of, the 
greater her status. Each society is devoted to particular musi¬ 
cal forms, songs, instruments, and weapons, so a group of lib 
lendi usually uses the same instruments, weaponry, and spells. 

The masks are tangentially related to the societies, since 
each mask design belongs to a specific family, and long ago 
each family lived in a single lodge and wore a single type of 
mask. Things have gotten a little more complicated since 
then, but the masks still roughly indicate status and family 
affiliations* 

Ecology: Lillendi devour both material food and magical 
essences. They can sustain themselves on moonbeams and the 
elemental essence of the wilderness (mountain breezes, gentle 
rains, raging riv ers, and forest fires), though they prefer more 
substantial fare. If they gorge themselves on meat, they often 
remain in a torpid digestive slate for hours or even days. This 
torpor doubles their spd Lasting times, halves their constric¬ 
tion damage, and causes a -2 penalty- to initiative. The lillendi 
enjoy this sluggishness, though they are wise enough not to go 
into such torpor alone and unguarded, 

Lillendi are known for broad tastes; They eat meat vegeta¬ 
bles, hay, grains, or spell components with equal abandon, 
Their digestion is complete and efficient; they excrete nothing, 
though some say that the lillendi merely transmute matter into 
magical energy, Hunters and rangers have never found scat or 
markings in lillendi territory. It may be that anything indi¬ 
gestible is transformed into the fog that lillendi sometimes 
breathe out. Who knows? 

Lillendi feud with the petitioners of Ysgard from time to 
time, but more often keep to themselves. They are rivals of the 
asuras, devas, and valkvries. They usually avoid the clumsy 
fen sir (Ysgardian trolls) easily. They are deadly enemies of the 
baatezu and modrons. 
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Lycanthrope, Werecrocodile 



CUMAT E/TE RRAIN : 
FREQUENCY: 
ORGANIZATION; 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Desert, swamp 

Rare 

Pack 

Day 

Carnivore 
Average (8-TO) 
Nil 

Neutral evil 


Werecrocodiles have the equivalent of an Ift Strength They 
sometimes use this to grab their opponents, drag them deep 
underwater, change to crocodile form, and try to drown them. 

The bite of a werecrocodile might infect an opponent with 
their lycanthropy. Every point of damage received from a 
werecrocodile bite equals a 1% chance of turning into a were- 
crocodile at the next full moon (a victim who takes 20 points 
of bite damage in an encounter with werecrocodites has a 20 % 
chance of contracting this strain of lycanthropy ). 

We recrocodiles are able to summon ld.l normal crocodiles, 
which arrive in 2-12 rounds and obey their every command. 


Habitat/Society: Werecrocodiles live in small family group* 
The mother is usually the leader of the family pack. Mating 
occurs with their own kind, and werecrocodiles are bom live 
from the mother's womb. The young attain the ability lo trans¬ 
form at the onset of puberty. 

Werecrocodiles usually live in mud shacks by the edge of rivers 
or in swamps. They stay away from populated human settle¬ 
ments and do not collect treasure or possessions, fluey usually 
assume crocodile form to find prey then assume human form at 
night to sleep. They are very territorial and attack any human, 
demi hum an, or humanoid who enter* their territory, though they 
will try to be as subtle as possible before springing their trap. 

Werecrocodiles of To til worship the god Sebck, who created 
them, and can become clerics or specialty priests of Sebek, 
Clerics are limited to 5th level, but specialty priest-, o) Sebek 
have no limit. Werecrocodile priests of both types receive Id4 
extra hit points per level as priests of Sebek. 


NO, APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THAC0: 

NO. OF ATTACKS: 
DAMAGE; ATTACK: 
SPECIAL ATTACKS; 
SPECIAL DEFENSES: 

MAGIC RESISTANCE; 
SIZE: 

MORALE: 

XP VALUE: 

Priest 1st—If h 
Priest 5th 


1-3 

1 

3, Sw 12 
5 + 5 
15 
2 

2d6/ld8 

Control kB crocodiles, infection 
Hit only by silver or magical 
weapons 

Nil 

M (6' human), L (8 -12 crocodile) 
Elite (13-14) 

650 

975 

1,400 


In their human form, werecrocodiles are tall, thin creatures 
With sharp features, a long nose and chin, and a thin face with 
a noticeable overbite. In their crocodile form, they are very 
long, big, and powerful monsters. They speak the common 
tongue and can speak with crocodiles at will. Those native to 
Tori! speak Mulhorandi as well. 


Combat: In combat, werecrocodiles prefer their human form. 
They try to trick their prey into assuming they are harmless, 
Werecrocodiles are infamous for playing on people's sympathy 
by pretending to be grieving. Once the prey h in dose 
range, they changed to crocodile form and 
attack. They can bite with their huge jaws 
and sharp teeth for 2d6 points of 
damage, and lash out with their 
tails for IdR points of damage, 


Ecology: Werecrocodiles are biologically identical to humans, 
except for their lycanthropy They prey on both warm-blooded 
creatures and fish native to the swamps. They eat any wererats 
native to the swamps. They do not particular!v enjoy killing 
humans, but humans are too tasty to resist No one preys on 
werecrocodiles except humans, so werecrocodiles try to have as 
little conflict with large bonds of humans as possible 
Werecroaxlilcs are the creation of 
Sebek, a crocod 11 e-headed mintir 
deity in the Mulhorandi pan¬ 
theon Very few Sebek- 
spawn remain in 
Mulhorand, having 
been driven off by 
the servants of the 
god-kings five 
centuries ago, but 
werecrocodiles 
thrive in 
Chessenta's 
Adderswamp, 
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Lycanthrope, Werespider 


CUMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE; 

ALIGNMENT: 


Fares!, u rban 
Very rare 
Solitary 
Any 

Carnivore 
Average (8-10) 

M, human form; (Bj 
Neutral evil 


NO, APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1 

4 

12, Wb 18 
3+5 
14 
1 

Id12(ld4) 

Poison 

Silver or magical weapons to Hit 
Nil 

M (6* tall) or L (8" diameter) 
Steady (11-12) 

650 


LycanU t ropier spiders aiv extremely rare; the curse offyauitfimpif 
spell only invokes mammalian fonns^not insects or arachnids, 
Regardless of their true origin, there exist humans who can 
assume the alternate form of a huge spider, and also a monstrous 
hybrid shape mixing both human and arachnid attributes, 

In human form, there is often little to physically differentiate 
a werespider from his or her fellows, although some possess 
long spindly fingers good for grasping and climbing. When 
completely transformed, the werespider J s body is suspended 6 
feel above the ground by eight legs of sinister aspect. From 3 
to 8 dull black eves are clustered above a vicious mandihled 
maw designed for carnivorous eating. The bulk of its 8-foot- 
diameter dark body is a bloated sack covered with a coarse 
black fur The hybrid form of the werespider can vary from 
manifestation to manifestation. A very few look norma! but 
can manifest some spider-like abilities, but most who take on 
the hybrid form of these creatures grow three or more spiderv 
eyes on their human heads while their mouths become a 
drooling set of mandibular monstrosities. 

Combat; The type of attacks employed by a werespider 
depend upon its particular manifestation In human form 
these IvcanLhropes utilize standard weapons to inflict damage 
Often, these weapons have been pretreated with the werespi- 
derT own poison (either Type A or Type F). 

In hybrid form, werespiders have a poisonous bite (Type A: 
save vs. poison or take 15 points of damage wi thin 13 minutes), 
can ding tn walls and ceilings like a normal spider, and can cre¬ 
ate webbing from spinnerets at a rate of I foot per round. 
Victims caught in the webs require 1 round per point their 
strength is below 19 to break free (those with 19Strength are 
unaffected). In hybrid form, the strength of the werespider is 
greatly enhanced, such that those fighting weaponless still 
inflict ld4 hit points of damage from a blow or bite, and receive 
a +2 bonus to hit and +4 damage bonus if using weapons. 

When completely transformed into a spider, these creatures 
can move at a rate 18 on webs of their own manufacture. The 
webs a werespider spins in Kill spider form are stronger than 
the hybrid version; a successful bend bars/lift gates roll is 
required regardless of Strength to break free (monsters with- 
out Strength ratings use a saving throw vs. paralysis if larger 
than man-size, at-2 if man-sized or smaller). Their bites do 
Id!2 hit points of damage, and they secrete Type F poison 



(save vs. poison or die immediately). Those who are bitten and 
successfully save vs. poison from a werespider's bite (whether 
hybrid or spider form) are at risk of being injected with lycan- 
thropie eggs (see Ecology). 

Werespiders can be harmed only by silver or +1 or better 
magical weapons. Any wound inflicted by another type of 
weapon knits as quickly as it is inflicted with briefh visible 
web-like sutures. 


Hahitat/Society; Werespiders tend to live as solitary hunters of 
either woodlands or urbanscapes. In woodlands, their homes 
are often suspended high up in the boles of a large tree, 
securely lashed in place with sturdy web-lines. The werespider 
nightly checks a series of traps (huge spider webs) it has set in 
strategic places within the forest. For the most part, only 
woodland animals are caught in these traps. The occasional 
human caught within the sticky strands is kept or released 
according the wiles of the particular werespider. In cities, soli¬ 
tary werespiders hunt in the same fashion as their woodland 
counterparts, however, they specifically prey on humans. 

Those who penetrate these creatures' homes find be web bed 
halls containing cocooned humans hung for "curing/' 

Ecology: Those who survive a werespider s poison stand a 
30% chance to be injected with a very small egg from the 
werespider s egg glands, which are located in its mouth. These 
eggs are undetectable without a specific probe of the injury. If 
allowed a two-week gestation period, the egg hatches, burst¬ 
ing within the flesh of the victim This releases a viscous ichor 
that quickly permeates the victim's blood: another werespider 
has jtLst been bom. Those so afflicted may not at first realize 
their condition, but stand a 1% cumulative chance per day 
thereafter to spontaneously transform. After this often Lrau- 
matie experience, the werespider is able to control its transfor¬ 
mation between human and spider forms. 
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Magedoom 


CLIMATE/TERRAIN; 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Any 

Very Fare- 
Solitary 
Any 
Magic 

Average (8-10) 
Nil 

Lawful evil 


NO. APPEARING; 

1 

ARMOR CLASS: 

-2 

MOVEMENT; 

18, FI 18(C) 

HIT DICE; 

10 

THACG: 

11 

NO. OF ATTACKS: 

2 

DAM AGE/ ATTACK: 

3d8/3dS 

SPECIAL ATTACKS: 

Spell drain 

SPECIAL DEFENSES: 

AntTmagk shell 

MAGIC RESISTANCE: 

Nil 

SIZE: 

L (8' tall) 

MORALE: 

Fearless £ 19-20) 

XP VALUE: 

11,000 


A magedoom is a magical horror that seeks out wizards 
destroys them. It resembles a large, cone-shaped mound of 
yellow and brown sludge that glistens with moisture, crowned 
with a withered, eyeless human head. Two heavy arm-like 
appendages hang near the top of the mound. The golem 
exudes a distinctive tang of ozone, like that of a lightning 
strike during a rainstorm crossed with the essence of citric 
acid (something like a rotten electric grapefruit). 

Combat: A magedoom attacks by swinging its heavy dublike 
appendages for 3d8 hit points of damage each. It always 
attacks wizards first, then priests, then any others. 

The most insidious attack occurs only against wizards. 

When a wizard spell is cast within 180 feet of a magedoom. 
the golem locks in on the source and begins tracking its prey 
Once the magedoom readies melee range, a slimy tentacle 
tipped with a bloodshot, withered eyeball erupts from within 
the creature's slimy body mound and touches the mage on Hie 
forehead—this requires a successful attack roll If it hits, the 
effect is similar to a level drain, but only in regard to what 
spells a wizard can cast Thus, an Itth-Jevel wizard who was 
hit by the appendage would cast spells as a lOth-level wizard. 
Spells that are now too advanced for the wizard to cast flee the 
victim's mind. Wizards who survive this attack recover one 
level of spellcasting ability per hour, but must relearn the 
spells they lost, This drain does not effect wizards' saving 
throws, Tt LAG), or hit points. 

Magedooms are blind, tracking targets by their unerring 
sensitivity to magic as well as by small sensory organs in the 
strands of slime that coat their bodies and attacking 
appendages, As a result, they are immune to illusions or to 
spells that require the victim to have sight. 

Magedooms also radiate an nnli-magic shell in a 3-foot 
radius. Thus, a fighter with magical armor and a fhnuehmguc 
sword effectively fights a magedoom with normal armor and a 
normal long sword. Once the items are taken out of the field, 
their magic returns. 

When a magedoom is killed, all of the magical energy 
trapped within it exits in an explosive magical wave of wild 
magic that behaves as it every being within a 15-fobt radius 
were a w ild mage who had evoked a wild surge (see the Tome 
of Magic). This effect lasts for five rounds; each round, roll on 



the Wild Surge Results table in the Tome of Magic for each 
being except the slain magedoom, treating "the caster FF in the 
results as the target being rolled for. Results that make no 
sense mean nothing unusual happens. (Alternately, the DM 
might treat every being in the 15-foot radius as the target of 
five successive discharges of a wand of wonder, one each round 
for five rounds.) 

Habitat/Society: Magedooms are created from living w izards 
whose bodies and Spirits have been transformed by a rare, for¬ 
bidden spell. A magedoom is under the partial control of the 
archmage who cast the spell that created it. The archmage is 
able to order the creature to do certain tasks, and the mage¬ 
doom has a wide breadth of discretion as to how it accom¬ 
plishes them. If the arch mage dies, the magedoom becomes a 
rogue, and no wizard is then safe. 

Magedooms are solitary creatures. There are rumors that if 
two magedooms come within 10 feet of each other, they set up 
a resonating field that explodes in Id4 rounds, creating a 40- 
foot-radius dead magic area that lasts for a month, while anni¬ 
hilating the creatures. Some rumors further speculate that 
there is a tiny chance (1%) that, instead of a dead magic area, a 
sphere of annihilation is created. 

Ecology: Magedooms were created by the wizards of Zhentii 
Keep for one reason alone: to kill non-Zhenfcish spellcaslers 
The process of their creation is a closely guarded secret, The 
goddess Mystra, the god Azuth, and their priesthoods loathe 
magedooms. High-level priests of Mystra or Azuth sometimes 
charge those who have acted against their faiths with a geas or 
a quest to destroy one of the creatures, High-level specialty 
priests of Azuth who serve hint well are rumored to receive a 
special spell dial allows them to destroy magedooms. 
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Manotaur 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION! 
ACTIVITY CYCLE; 
PIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE; 

THACQ; 

NO. OF ATTACKS: 
DAMAG E/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE; 

MORALE: 

XF VALUE: 


Desolate rocky forests 
Very rare 
Solitary 
Day 

Carnivore 

Average {S—10) 

K r M (E) 

Chaotic evil 


1 

4 

24 

13 

7 

3 

Id6/1d6/14» 

Charge 

Nil 

Nil 

L(8 r tall, 12' long) 
Champion (15-lb) 
5,000 


A manotaur somewhat resembles a centaur. Unlike a minotaur, 
which has the body of a man and the head of a bull, a mano¬ 
taur has the body of a bull and the upper torso of a man- The 
head sports a pair of horns that a manotaur continually sharp¬ 
ens lor use in combat. A great mane of hair runs down its 
neck, trailing across its shoulders. Coloration varies, but most 
manotaurs are brown, gray or black. Manotaurs measure 
seven to eight feel tali and ten to 12 feet in length. The human 
torso is broad and powerful. Manotaurs are strict carnivores; 
their mouths are wide and filled with sharpened teeth and 
i short fangs. A manotaur usually speaks its own language, as 
well as minotaur, ogre, and hill giant. 

Combat: Because of its superior senses of smell and hearing, a 
manotaur is surprised only on a 1 in 10 chance. Since mano- 
Uun> run with absolute silence through their woodland lairs, 

, opponent surprise rolls are at a -3 penalty. A manotaur will 
typically charge if it surprises an opponent. 

A manotaur attacks using its two front hooves and its razor 
sharp horns. Anytime in combat that a manotaur can run 20 
feet or more in a straight line it can charge. When charging, a 
manotaur attacks only with its horns but the damage is tripled 
(3dS). In addition, man-sized or smaller targets are slammed 
back ten feet by the forte of *he charge and might be knocked 
down. 

Manotaurs are intelligent opponents that rely upon brute 
force when battling smaller creatures and guile against well- 
armed Foes. A common ploy by manotaurs is to surprise the 
opponent, deliver a single charge attack, then disappear into 
tine forest. A manotaur repeats this tactic time and time 
again, slowlv wearing down the foe before closing for lire 
kill. 

Kabitat/Societv: Manotaurs are evil by nature, hating all good 
tilings Their lairs are usually overgrown, desolate forests, in 
which tbe\ gallop to and fro, beating out a series of twisted 
interlocking paths with their hooves. These paths are known 



only to the manotaur who lives there. Any creature attempting 
to follow the paths in a manotaur forest is 75% likely to 
become disoriented and unable to find its way back out of the 
forest. A person trapped in a manotaur forest has only a 10% 
chance per day of finding his way out without magical aid. At 
seemingly random points, the forest’s paths straighten out for 
as much as 30 feet at a time. This is where the manotaur will 
wait, timing his charge to hit just as the victim rounds the 
bend and steps onto the straightened path 

The personalities of manotaurs Vary widely; some guard 
their forest jealously, killing all who dare enter. Others fill the 
woodland with wicked creatures, such as giant spiders, ores, 
and even an occasional ogre nr two. They use these creatures 
to spread terror through the forest and as spies in the outside 
world. 

A manotaur colt is born with 2 Hit Dice. The colt remains 
with its father until it reaches 5 Hit Dice. At that point it is dri¬ 
ven out of the forest. A manotaur cot! that reenters its father 's 
forest is immediately slain, 

Ecology: Manotaurs hunt sylvan creatures (brownies, sprites, 
elves, and the like). They hate unicorns and can sense them 
anywhere in their forests. The only time two manotaurs will 
cooperate is to track down and destroy a unicorn. 

Manotaurs sometimes use treasure to lure creatures into 
their maze of paths, placing a gold piece here and a silver 
there. Humans and demihumans who carefully map may be 
able to pick up a quick silver piece or two, but even a short 
journey into the forest can lead to disaster. The bulk of a man¬ 
otaur's treasure is hidden either beneath a great stone or in a 
tree hollow near the center of the forest. 

The origins of the first manotaur arc a mystery; possibly it 
was the offspring of a minotaur and a human female. 
Manotaurs live 300 years or more. 
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Mastiff, Shadow 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

ALIGNMENT: 


NO, APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO, OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


Demiplanc of Shadow 

Uncommon 

Pack 

Night or shadow 
Living creatures 
Semi- (2—4) 

Neutral evil 


4-16 

6 

38 (9 in bright light) 
4 

17 

1 

2d 4 
Baying 

Hide in shadows 
Nil 

M (5 P at shoulder) 
Fanatic (17) 

420 


Shadow mastiffs are native to the DemipLane of Shadow, 
appearing on the Prime Material Plane only when summoned 
by ambitious wizards and clerics. While on their home plane, 
shadow mastiffs roam at all times, returning to their lairs only 
after feeding, When summoned to the Prime Material, these 
creatures prowl at night or during times of darkness (such as 
eclipses), always seeking shelter just before light returns. 

Combat: Creatures vvho are forced to fight a pack of shadow 
mastiffs typically find themselves in one of two positions: 
combat during near-dark or completely dark conditions, or 
fighting where light conditions work against the mastiffs. 

During darkened conditions, a shadow' mastiff is at its most 
deadly peak. Each time the shadow mastiff strikes, it instantly 
blends back into the shadows, making it 40% likely that it can¬ 
not be seen and imposing a -4 penalty on its victim's attack 
rolls, A shadow mastiff that has successfully blended back into 
Lhe shadows must be attacked physically or with area of effect 
spells; line-of-sight spells (such as mtigic missile) cannot be 
used unless some special method of locating the mastiff is 
used. 

During illuminated conditions, such as that created by a con¬ 
tinual light spell or daylight (but not a normal light spell), the 
weaknesses of a mastiff becomes obvious, it loses its ability to 
hide in shadows, loses 4 hit points, its movement rate drops to 
9, and its morale decreases to average (9), 

Regardless of light conditions, a howling pack of shadow 
mastiffs can cause panic in even the most resolute of warriors* 
The baying power of a pack of mastiffs causes all creatures 
within 360 feet of a pack to run in fear away from the shadow 
mastiffs for 2d4 rounds unless a saving throw vs. spell is 
made. Such a saving throw is made with a modifier based 
upon the number of shadow mastiffs in the pack. There must 
be at least four shadow mastiffs presenL to use their baying 
power. 


No. of Shadow Mastiffs Saving Throw Modifier 

4-6 +4 

7 +3 

a +2 

12 —2 

13-14 -3 

15 + — 4 

Those who fail their saving thrown are 50".. likely to drop 
anything held m then’ hands as they flee. While on the 
Demi plane of Shadow, saving throw modifiers for the mastiffs 1 
baying power can increase to a -6 penalty if an exceptionally 
large pack of 20 or more of the creatures are encountered, 

Habitat/Society: Shadow mastiffs are ruled by the most pow¬ 
erful mastiff in the pack, but there is little loyalty to the leader. 
Shadow mastiffs never suffer morale penalties for losing their 
leader, as another mastiff is always prepared to lead. 

The lair of a pack of shadow mastiffs is §0% likely to contain 
2-5 whelps. These young are valued at around 200-500 gold 
pieces each. Bright light is fatal to whelps, however, so trans¬ 
portation of young shadow' mastiffs is normally possible only 
through use of continual darkness or similar magic. 

Ecology: Sages have long believed that shadow mastiffs arise 
as the result of an animat being killed by an undead shadow. 
Upon its death, it is believed tube mystically transported to 
the Demiplane of Shadow where it joins with others of its 
kind. 
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Meazel 


CLIMAT1/TERRA1N: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Marshes, subterranean 

Uncommon 

Solitary 

Night 

Carnivore 

Law (5-7) 

M (B) 

Chaotic evil 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THAC0; 

NO, OF ATTACKS: 

DA MAG EV ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1 

8 

T2 

4 

17 

2 

Id4/ld4 

NO 

See below 
Nil 

M {4-5' tall) 
Steady (11-12) 
120 


The meazel is a vicious, malevolent creature that preys on 
other subterranean dwellers or anyone else in the area. The 
meazel is slightly smaller than a human. Its skin varies in 
color from light gray to dark green Most meazels (85%) have 
irregular patches of angry red color: these are the result of a 
non contagious ^kin disease peculiar to meazds, The patches 
give the creature a leprous appearance. The eyes are jet black 
and the thick, waxy hair is dark green-gray. The toes are par¬ 
tially webbed Males and females are nearly identical. 

Combat: Meazds attack vvith their clawed hands, each hand 
inflicting ld4 points of damage. They might use a cord to 
strangle a victim seven feet kill or shorten if they can approach 
from the rear and surprise the victim, if they try this, a suc¬ 
cessful attack roll means the cord has wrapped around the vic¬ 
tim's throat; the victim will die in two rounds unless the 
men/d relaxes il< grip or the vie dm breaks the cord or pulls it 
free of his throat, Meazds only relax their grip if they are dead 
or forced to defend themselves from another attack. 

Meazds possess the following natural thieving abilities: 

IT OL F/RT MS HS DN CW RL 

45% 37% 35% 33% 25% 15% 88% 20% 

They rarely attack openly. They prefer to hide, sneak up from 
the rear, and then either strangle stragglers from behind or 
pick pockets in search of gold, 

Habitat/Society: Meazds are hostile hermits, rarely encoun¬ 
tered away from iheir lairs, They prefer marshes, caverns, or 
other cold, dark, dank places as sites to build their squalid 
homes. Such homes are appallingly dirty. Each meazel's pos¬ 
sessions are gathered into a pile that also serves as the crea¬ 
tures bed Rats and insects overrun the mess, polish off the 
leftovers, and also serve as snacks. 

Only two tilings make meazds congregate willingly: the 
need for cooperation against a foe, and the infrequent urge to 
mate. Meazel females give birili to one or two whelps, The 
whelps are independent at three years arid mature in six years. 
The whelps are incapable of being tamed: even if captured at 
birth and raised in a kind environment, the whelps still grow 
malevolent—although probably more intelligent and cunning. 



Meazds are too mean-spirited to make reliable allies. 

However, they occasionally can be duped into acting as unwit¬ 
ting pawns or recruited against a common foe. 

Meazds are greedy and will strip a corpse of anything they 
find valuable. However, they either do nol understand or rec¬ 
ognize magical hems as valuable, hence such items are not 
generally found in meazel hoards. On the other hand, they 
might grab items that they are unable to use properly, such as 
human armor or large weapons. Tie bones of past meals are 
often stored in sacks near the meazels' lain. The sacks also 
contain any gems that the creatures may have found among 
their victims' possessions. Meazels do not recognize gems and 
semiprecious stones as treasure, hence they throw these away. 
Most of their treasure is coinage, silver and gold. 

Ecology: Meazels prey on anything that roams the subter¬ 
ranean realms. They are carnivorous and prefer humanoid 
flesh. Mcazels prey mainly on ores and kobo Ids, although they 
gladly attack anyone else who is available. Because of this, 
almost any subterranean dwellers attack a meazel on sight. 
Meazels are unique in that hatred of them unites virtually all 
other subterranean travelers. 
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CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 

Swamps/sewers 

Rare 

Cluster 

Any 

Carnivore 

Semi- (2-4) 

Nil (S) 

Neutral 

NO. APPEARING: 

10-100 

ARMOR CLASS: 

1 (K after feeding) 

MOVEMENT: 

FI 24 ( A) (12 (B) after feeding) 

HIT DICE: 

1 per 10 present 

THACO: 

1 HD: 19 (varies bv 1 ID) 

NO. OF ATTACKS: 

i 

DAMAGE/ATTACK: 

ld3 per HD 

SPECIAL ATTACKS: 

Blood drain 

SPECIAL DEFENSES: 

Nil 

MAGIC RESISTANCE: 

Nil 

SIZE: 

T (2" diameter) 

MORALE: 

Champion (15-16) 

XF VALUE; 


10 dancers: 

35 60 dancers: 420 

2(1 dancers: 

65 70 dancers: 975 

30 dancers: 

120 80 dancers: 1,41)0 

40 dancers: 

175 90 dancers: 2,1500 

50 dancers: 

270 100 dancers: 3,000 


A scarlet dancer is similar to a crimson death mist but is much 
smaller in size. While it appears as a miniature version of the 
crimson death, this creature lacks an outward humanoid 
appearance (such as a face with the look of intelligence), Some 
sages theorize that scarlet dancers are immature versions of 
the malevolent crimson death. Scarlet dancers gather together 
in dusters of 10 to 100. 

Combat: Clusters of scarlet dancers can sense the presence of 
warm-blooded creatures within a 100 toot radius. The red mist 
that surrounds the dancers draws the blood from their victims, 
using tentacles of scarlet mist, [“he amount of blood drained 
depends on the number of dancers present—the more dancers 
in a cluster, the more blood is drained from the victim each 
round. For each 10 scarlet dancers present the cluster has I 
HD (and appropriate THACO) and drains Ui3 hit points on a 
successful hit. 

Because these creatures are partially mist, metal and leather 
armor do not protect an intended victim from a duster of 
dancers—their misty tentacles permeate the crack* in the 
armor, seeking out the victim's skin. Only Dexterity adjust¬ 
ments and magical protection can hinder the attack of the 
dancers. 

Before 10 dancers (1 HD) feed, they have an Armor Class uf 
I, but after draining 7 hit points uf blood they are slower and 
their Armor Class drops to & A duster of 111 sea riot dancers 
can absorb up to 14 points of blood before the cluster stops 
attacking to digest its spoils. 

Having evolved in the sewers of Zhentil Keep, scarlet 
dancers cannot stand the light of the sun. Though sunlight 
does no physical damage to them, the dancers instinctively 
flee from it to the safety of darkness. 

Habitat/Society: The dancers are neither mean nor malicious, 
but do What they need to in order to survive, as would any 
animal in need of food. Scarlet dancers need small amounts of 
blood on a daily basis to survive. If a duster goes for more 
than three days without feeding, the dancers of that cluster 



and other nasty monsters, finding potential sources of food is 
seldom a problem. 


Most scarlet dancers live in the sewer tunnels below /hentil 
Keep. The dancers live in dusters that float throughout the 
sewers in search of thud The only time the) are not flying is 
when they have consumed their maximum daily allotment of 
blood (14 hit points per IP dancers) Then they seek an out-of- 
the-way place to rest for ! d 4 hours. 

The shadowy forces of /hentil Keep know the locations of 
five dusters of scarlet dancers in the city sewers, These areas 
have been marked on certain maps and have gained notoriety 
by word of mouth, However, Zhentil Keep's sewers are not 
the only home of the dancers, as many of them live in small 
clusters throughout the tunnels honeycombing the ground 
beneath the Keep and their numbers are greatest in the deep¬ 
est tunnels. 

l.Lolugy: Since only the foolish come down into the sewers 
beneath the city, scarlet dancers feed most!) on mice, rats, and 
other warm-blooded denizens living in the bowels of Zhentil 
Keep The favorite food of the dancers is humans, since their 
reproduction requires human blood, While scarlet dancers 
need human blood to reproduce, any kind of iron-based blood 
will suffice for nourishment. 

The creature's origins are unknown. Some believe that scar¬ 
let dancers are but another Zhentarim experiment gone bad. 
The truth may He deep underground beneath Zhentil Keep 
The similarities between scarlet dancers and crimson deaths 
are unnerving, especially to the lords of Zhentil Keep, who are 
fearful of a possible outbreak of crimson death mists through¬ 
out the city. In fact, crimson deaths and scarlet dancers are in 
m * wax hi t >lt jgica 11 y re 1 a I cd 
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Needleman 


CLJ MATE/TERRAIN; 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Temperate forests 
Very rare 
Grove 
Day 

Photosynthotie carn ivore 
Low (5-7) 

M (G) 

Neutral 


NO. APPEARING; 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO, OE ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


5-50 

6 

9 

3 + 4 
17 
1 

3d4 

Surprise, needle volley 

See below 

Nil 

M (6‘ tall) 

Steady (12} 

120 


This wood-dwelling* intelligent form of plant life, known as 
the needleman, has many similarities to a zombie, but is in fact 
neither animal nor undead. 

Need lemon appear ruddy green, mottled with browns and 
reds in autumn. They do not grow dormant in winter,, as they 
lack roots to Hold sap. Instead, they turn deep brown, and 
change to green again in the spring. Their eyes are coal-black, 
and their skin is covered with masses of small, sharp needles. 
Needleman physique is exclusively malt—actually, like all 
complex plant life, needlemen are hermaphroditic and can 
cross-poll mate. From a human standpoint most needlemen 
seem emaciated - Some needlemen wear white woolen robes, 
but as this garment interferes with both their combat abilities 
and their skills at hiding in dense undergrowth, most needle- 
men shun these (perhaps ceremonial) robes in favor of a tight- 
fitting yellow breechdoth. 

When needlemen attack, they growl and shout in a gurgling, 
choking language that is incomprehensible to an voile else. 

Combat: When amidst heavy undergrowth or conifers, needle¬ 
men are nearly undetectable (7^ .. hidden from active 
searchers, or 40% hidden from elves and rangers). In such 
areas, they impose a -5 penalty to their opponents' surprise 
rolls (-2 to elves and rangers). 

The needleman attacks with its small, sharp needles, The 
most common attack is a thorny slap The slap itself would 
cause only ld4 points of damage, bul the sharp needles triple 
this injury for a total of 3d4 points. This damage should be 
treated as impaling damage, and large creatures with thick 
hides suffer only 2d4 points of damage. 

Needlemen are able to lire their needles to a range of 20 feet 
One of these creatures can launch a volley of ld6 needles, each 
causing 1-2 points of damage (only 1 point to larger than man- 
sized opponents). For practical purposes, a needlernan's sup¬ 
ply of needles is infinite, and those used soon grow back. 

The creature is particularly vulnerable to magic. Attacks on 
it by magical means inflict triple normal damage, though it 
receives any saving throw normally allowed. For example, a 
magic missile that would normally cause only ld4+l points of 
damage would inflict 3d4+3 points on a needleman. This vul¬ 
nerability applies only to direct magical attacks, according to 
the following detailed example: A magically enlarged and 
Strengthened character wields a sword -*-2 agxiinst needlemen. 



I te finds that the weapon's damage bonus (but not attack roll 
bonus) is tripled to +6, but neither the weapon's normal dam¬ 
age nor the additional damage caused by the character's 
greater Strength would triple. 

Spells of a nonoffensive nature, like charm plants are triply 
effective against needlemen. Of course, the fact that it is a plant 
makes a needleman immune to certain spells. Needlemen are 
intelligent and can be affected (at triple potency) by many 
mind-influencing spells. 

Habitat/Society: Needlemen lack the intelligence for a true 
society. They wander about their forests, picking up shiny trin¬ 
kets. some few of which may be valuable, and moaning softly 
to one another. It is freakishiy rare to encounter these creatures 
outside of their natural habitat. 

One clue to their origin is the virulent hatred needlemen 
have for elves. Needlemen can smell elves at a quarter-mile 
distance and will move to attack them furiously. One theory 
holds that needlemen were originally a band of humans who 
happened upon wood elves or grugach in their home commu¬ 
nities. If the elves had attempted to kill or incapacitate the 
intruders, as is likely, the humans might have invoked super¬ 
natural aid. An evil or twisted trickster deity, such as Ralishaz, 
might have transformed the humans into woodland creatures 
better suited to battle elves. 

Ecology: Needlemen derive most of their sustenance from 
sunlight, but they require water and nutrients as do most 
humanoids. They usually kill small creatures like squirrels, 
but, naturally, prefer the taste of elves, 
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Ore, Neo-Orog 


CLtMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 

Red 

Any 

Uncommon 

Tribal 

Any 

Carnivore 

Average (10) 

L (C O, Qxlfl, S) 
Lawful evil 

Black 

Any 

Uncommon 

Tribal 

Any 

Carnivore 
Average (10) 
L(CO,Qxl0,5) 
Lawful evil 

NO. APPEARING: 

10-100 

10-100 

ARMOR CLASS: 

3(6) 

5(10) 

MOVEMENT: 

6(12) 

8(14) 

HIT DICE: 

3 

4 

THACO: 

15 

17 

NO. OF ATTACKS: 

1 

1 

DAMAGE/ATTACK: 

By weapon 

Bv weapon 

SPECIAL ATTACKS: 

War cry 

Nil 

SPECIAL DEFENSES: 

Nil 

Camouflage 

MAGIC RESISTANCE: 

Nil 

Nil 

SIZE: 

M (6‘ tall) 

M (6-7' tall) 

MORALE: 

Champion (15-16) 

Elite (13-14) 

XV VALUE: 

270 

175 

Sergeant 

420 

270 

Officer 

f>50 

420 

General 

975 

650 


The neo-orog is a magical hybrid of ordinary ores, ogres, and 
other creatures. The two breeds of neo-orog, red and black, are 
warrior creatures, loyal and skillful, who live for bat Lie Tall 
and muscular, with large hooded eyes, tough leathery skin, 
and snouted bestial feces, neo-omgs seem to embody all the 
worse aspects of the creatures that went into their creation. 

Red .Neo-Grog 

These creatures are bred as elite troops, Their skin is a dark, 
mottled red, and their eyes are deep yellow. They are usually 
well equipped and revel in bloodshed and violence. They 
speak both ore and the common tongue, 

Combat: In battle, red neo-orogs can scream their unique umr 
ay, which causes all ores, orogs, and neo-omgs within earshot 
to tight at -1 on attack and damage rolls tor 2d4 rounds. The 
effect is not cumulative, and individual neo-orogs cannot he 
affected by it more than once a day. Red neo omgs receive an 
additional +1 on attack rolls when defending the Red Wizards 
of Thay 


Red neoorogs fight with the following weapons: 


Broad sword 

20% 

War hammer 

10% 

Battle axe 

20% 

Mace and dagger 

10% 

Spear and shield 

20% 

Crossbow and sword 

10% 

Hand axe 

io% 




Hub i tat/Society; All neo-orogs live in barracks built by the 
Red Wizards. No independent groups of them exist. 1 hey arc 
organized Into large military units. For every 10 neo-orogs in a 
group, there is one sergeant with maximum hit points. For 
every 20, there is one officer wiLh o HD (THACO 15) and a +1 
on alt damage rolls. Each barracks is commanded by a neo- 
orog general with 7 HD (THACO 13), ^2 on all damage rolls, 
and hav ing AC 2 (5). 



Ecology: For many decades Thayans have fried i© create their 
own race of ores, violent but loyal to Thai Their only weak¬ 
ness is their slow rate of reproduction—the Thayans have 
managed to field only a few companies of them. As a group, 
neoorogs have only a marginal reproduction rate. Many are 
infertile. 

Clack Neo-Grog 

The black breed of neo-omgs are similar to the red neo-orogs 
in many respects, but are bred to act as scouts, archers, and 
infiltrators. They are leaner, slightly taller than reds, and their 
skin ranges from dark green to deep, sooty black. Their facial 
features are slightly less bestial and their eyes are smaller and 
completely black. 

Camouflage masters, black neo-omgs hide so effectively lhat 
even observers who know what they arc looking for have only 
a 20% chance oi detecting them. Normally alert observers have 
a 10% chance, while casual observation yields only a 5% 
chance. The camouflage is negated if the creature moves or 
attacks, A number of black neo-orogs have thief ski IK in addi¬ 
tion to their warrior skills. T hey do not have the war ny of the 
red neO'Orogs, but can be affected by the war cry of a red neo- 
orog. 

Black neo-ding fight w ith the following weapons: 


Broad sword /short bow 

20% 

Spear/dagger 

20% 

B mu d sword / crossbow 

1(7% 

Short sword /short bow 

13% 

Broad sword/longbow 

15% 

Short sword/spear 

20% 


In ail other ways, black neoorogs are like red neo-orog^ 
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Ore, Ondonti 


CLIMATE/TERRAIN: 
FREQUENCY; 
ORGANIZAFION: 
At I IVI IV CYCLE: 
DIET: 

INTELLIGENCE 
I RE AS URL: 
ALIGNMENT: 


Any kind 
Raa* 

Tribe 

Any 

Omnivore 
Average (8-10) 
Nil (0x5) 
Lawful good 


NO. APPEARING: 
ARMOR CLASS; 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS; 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 

MAGIC RESISTANCE: 
SIZE: 

MORALE; 

XP VALUE: 

Cleric, 1st 
Cleric, 2nd 
Cleric, 3rd 
Cleric, 4th 


10-60 

10 (6 with btirk>kni) 

12 

1 (clerics to 7th level) 

19 

1 (see below) 

By weapon 
Nil 

Sanctuary, foirfokm, tra\ immune to 

charm, +1 save vs. poison 

Nil 

M (6'tall) 

Average (8-10) 

120 

175 Cleric, 5th 975 

270 Cleric, 6 th 975 

42U Cleric 7th 2,DUO 

650 


The members of the race known as the undenti are dose cousins to 
the ores. However, the ondontis live as peaceful farmers and gath¬ 
erers, taking only what they need from the land to survive In out¬ 
ward appearance, they resemble ores* but they speak the common 
tongue and knowledge of the ore language b rare among them. 

Combat: Iradiikmal ondonti culture is peaceful and contempla¬ 
tive. Most would sooner die than take another sentient creature s 
life, and they kit) other creatures only as needed tor food (or if 
the creatures are deemed insane or incurably diseased), 

All adult ondontis can use the following spell-tike abilities: sintc- 
Ititity (on themselv es) three times a day, harkakin Once a day, purify 
/in hi O drink three times a day, and tm once a week. Ondontis also 
gain a +1 bonus to their saving throws vs, poison and are immune 
to charm-ly pe spells and spell-like abilities. 

Adult ondontis (male and female) have Strength scores ranging 
from 17 to 1.4 and Constitution scores from 16 to 16 Ondontis 
trained by the ZhenLilar usually tight with either a bastard or 
two-handed sword, and can easily tight with either weapon and 
a shield, t hey dislike metal armor and don leather or studded 
leather when not using their natural harktkin ability 



theomed that the origi , . . ._ 

orphans, brought from their Lands and taught by a reclusive 
group of priests of Eldath 

Fourteen of the 15 ondonti tribes have been captured by raid¬ 
ing Zhentilar and taken to the Citadel of the Raven for use as 
slave labor and as breeding stock lor an army of superior 
humanoids. The remaining ondonti tribe lives in extreme seclu¬ 
sion, employing the spells of several ondonti clerics to hide its 
members from further enslavement it is rumored that a extra- 
planar servant sent by Eldath herself guards over her remaining 
children, while another seeks to tree those who have been 
wrongly seized from their homeland. 

in die meantime, the Zhenlarim have brought up several 
young ondontis in on urdsh environment training them to be 
skilled killers (alignment LN to LL). ! hese ondontis ore still not 
as violent or abusive as ores, but «i few generations of violently 
indoctrinated ondontis could bring into being a deadly race of 
humanoids under the influence of the ZhentaridL Since the first 
group of ondonti warriors is still learning its craft, it is uncertain 
hew far they w ill progress as fighters 


Flab it at/Society: Ondontis are nearly the opposite of ores; peace¬ 
ful, kind, and dependable, lb the ondontis, pease, harmony with 
one's environment, and a full family life are what is important in 
life. Ondonti priests are revered and their guidance is followed 
because of their majestic wisdom and dose relationship to their 
deity. 

Especially wise ondontis can become clerics of up to 7th level. 
Spells memorized by ondonti clerics are almost always curative 
and defensive in nature, as harmful spells axe taboo. Priest 
ondontis have a minimum Wisdom of 16 

In the world oi loril, ondontis dwell north of I he Ride, in a 
secluded part of the Tortured Lands. They revere Eldath, the 
Goddess of Peace and Quiet Places, and their culture attempts to 
embody Live pacifist teachings of that deity. Ondonti oral history 
recounts that "the Founders" brought 30 young ondontis to the 
Linds they still consider theirs long ago, and laid down the 


Ecology: Ondontis reproduce at the same rale as ores, but have 
attained a longer lifespan (60 years) as a result of internal cultural 
harmony aiul applied curative priestly magic I he mortality' rate 
of infant ondontis is nearly nonexistent, due to close monitoring 
of mother ondontis and inlants by the priesthood. 

Scattered tribes of ondontis lived peaceful lives until a scout¬ 
ing parh from Zhentil Keep stumbled across Llvem in 1340 DR. 
Because ondontis live by a peaceful and collaborative philoso¬ 
phy they were not prepared for treachery and shortly after the 
initial meeting between Zhente and ondontis, the majority of the 
ondonti population, with the exception of one isolated tribe, was 
betrayed by the /herds and kidnapped into slavery Very few 
ondontis have since then escaped further raids. The greedy lords 
of Zhentil Keep view ondontis as superior slaves because their 
strength and nonviolent attitude make them superbly suited to 
lightly supervised manual labor. 
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CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 

Arctic 

Any arctic 

Very rare 

Pack 

Day 

Carnivore 

Low (5-7) 
Incidental 

Men tra 1 

Winged 

Any nonaretie 
Very rare 

Family 

Dusk' 

Carnivore 

Low (5-7) 
Incidental 
Neutral 

NO. APPEARING: 

IP-8) 

1 (2-5) 

ARMOR CLASS: 

5 

5 

MOVEMENT: 

12 Sw 9 

12 FI 18(F) 

HIT DICE: 

8+2 

5+2 

THACQ: 

13 

15 

NO. OF ATTAC KS: 

3 

3 

DAMAGE/ATTACK: 

ldlO/ldlP/2d6 

Idl0/liil0/2dfi 

SPECIAL ATTACKS: 

Hug, surprise 

Hug, surprise 

SPECIAL DEFENSES: 

Immune to cold 

Nil 

MAGIC RESISTANCE: 

Nil 

Nil 

SIZE: 

L(12' tall) 

L (S' bill) 

MORALE: 

Steady (11-12) 

Stea dy 01-12} 

XP VALUE: 

2,000 

975 


Arctic Owl bear 

Arctic mvlbears are the polar cousins of the normal owl bear. 
They resemble a cross between a snowy owl and a polar bear. 
Both their fur and their feathers are a snowy white, while ihe 
claws and beak are both black Yellow, glowing eyes look for¬ 
ward from a rounded head. 1 ike other owl bears, arctic owl- 
bears communicate w ith hoots and loud screeches. 

Combat: Due to its ability to blend into the arctic environ¬ 
ment, an arctic owl bear is 75% likely to surprise its prey when 
hunting. Arctic owlbears are as font-tempered as their forest 
cousins, immediately attacking prey with their Front claws and 
wicked beaks 

L'pon scoring a claw hit on a roll of 18 or belter, the owlbear 
immediately hugs for 2dS points of damage, which it maintains 
as long as it wishes, inflicting damage each round. Once 
engaged in a hugging attack, the ovirlbear cannot slash with its 
daws, but can use its beak normally A single attempt to break 
the hug b allowed, using the bend bars/lift gates no]] fur suc¬ 
cess I monsters without Strength ratings use i saving throw vs, 
paralysis if larger than man-size, at -2 if man-sized or smaller). 

The multi-layered fur and feathers of the arctic nwlbear give 
it immunity to <%%bascd attacks. 

Habitat/Sodety: Arctic mvlbears live m the coldest areas of the 
arctic, often making their klirs in pre-existing caves or carv ing 
dens in banks of snow. However, they tend to be wanderers 
and do not settle in any one place for long. It encountered in 
their lair, a mated pair of owlbears is 25% likely to have either 
ld6 eggs (21V% chance) or the same number of young (80% 
chance). Young will be from 40% to 70% grown, fighting as 
creatures with 5 or (S Hit Dice. Damage inflicted by these 
younger ow l bears is ldb/ Idf>/2d4. The hug inflicts 2dh points 
of damage per round and the chance of escaping Ihu hug is 
increased by 20%. 

Ecology: Arctic owlbears live for about 20 years t hey will 
prey on anything, but prefer meal above all else Unlike nor¬ 
mal owlbears the arctic variety hunt primarily by day and, 
being good swimmers, will aggressively pursue the prey into 
frigid waters without hesitation. They are well adapted for 
their environment—rough, leathery pads on the bottom of 



nation, nasty disposition, and constant hunger. 

Winged Owl bear 

The winged owl bear is a true synthesis of owl and hear; unlike 
other species of owlbe^rs, this one has a large pair of feathered 
wings growing from its shoulders. How ever, the winged owl- 
bear is just as nasty-tempered as its groundedwelling cousins, 
and communicates with the same screeching tones- 

Combat: The flight of the winged owl bear is nearly silent due 
to the i oust ruction of Us feathers—any prey has a penalty to 
its surprise roll of at least 2; in poor lighting, this might be as 
high as -6, A winged mvlbear fights as do other owlbears, 
using its front daw? and sharp beak A claw hit on a null of IS 
or better establishes a hug, which allows one chance to escape 
using the bend bar/lift gate chances and otherwise allows the 
creature to inflict 2d8 points of damage per round. 

Ha hi tat/Society: The winged owlbear can he found in almost 
any nmvmrtk environment fthough they are very scarce), bid 
seems to prefer wooded forests nr mountainous terrain. Their 
flying capabilities allow them to claim large areas as their ter' 
ritorv—usually ten to twenty square miles, 

Winged owl bears live as mated pairs If encountered in their 
lairs, there is a 25% chance that Ids eggs (20% chance) or the 
same number of young ($0% chance) will be present with the 
adults. I he young are the same as normal owlbear young, as 
their wings will not support them until they reach full size. 

Ecology: A winged owlbear tends to live slightly longer than 
other varieties, an age of 25 yearn or so b common. These crea¬ 
tures are sought by wizards for various reasons, though there 
Js no record of any one being successfully domesticated. 
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Pegataur 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Temperate mountains 

Very rare 

Tribal 

Day 

Omnivore 
Average (8-10) 

M. Q (E) 

Neutral good 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

MIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAM AGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 

Spellcaster (5 HD): 

6 HD leader: 

7 HD leaden 

8 HD leader: 


2-20 

7 (or better with armor) 

18, FI 36 (C; D when encumbered) 
5 to 8 

5-6 HD: 15 
7-8 HD: 13 
3 

Id6/ Id6 (hooves)/by weapon 
Dive 

30% immunity to sleep and charm 
Hil 

L (S' tall) 

Bite (13) 

975 
1,400 
1,400 
2,000 
3,000 


Pegataurs are winged centaurs w ith the upper bodies of elve^ 
They are skilled warriors sometimes hired as mercenaries. A 
pegataur'* lower body resembles a strong, healthy horse. Most 
are colored white, gray, brown, or black. Pegataur wings, nor¬ 
ma II) white, consist or downy hut strong feathers. 

A pegataur's upper torso and head resemble those of a Irigh 
elf. Most have long blond or si her hair. They speak common, 
elvish, and their own language—a peculiar dialect related to 
elvish, but different enough to be a separate language. Pegataurs 
have an affinity for pegasl and can communicate with them. 

Combat: Pegataurs fight to defend them selves and their territo¬ 
ry. They also tight if ordered to do so by tin employer, Pegatauns 
sometimes carry humans or demihumans into combat, though 
they prefer not to All pegataurs have 60-foot infra vision, 

If a group of pegataurs surprises opponents in the open, a 
m coping dive at the toes is preferred, often with light lances. 
This swooping attack give the pegataur a +2 bonus to attack 
mils, double damage with the lance, and a -*-1 penalty to their 
Armor Class. Since the pegataurs dive only at opponents they 
surprise, the opponents do not receive the standard initiative 
bonus associated w ith a charging attack. The swoop is usually 
performed once at the beginning of combat as a softening up 
measure: it often (60% of the time) nuns the lance. 

After the initial swoop, pegataurs attack with their front 
hooves, inflicting ld6 points of damage with each, A pegataur 
can attack with a weapon and both hooves in the same round, 
l ike half-elves, pegataurs are 30% resistant to sleep and >charm 
spells. 

Most adult pegataurs are proficient with long bow, light 
lance, two-handed sword, and horseman's mace. A common (3 
1 IP) pegataur is 20% likely to be specialized with one or these 
weapons This chance increases by 10% for every Hit Die over 
5; l! pegataur with 8 Hit Dice has a 50% chance for a weapon 
specialization. 

Most pegataurs remain unarmored for better mobility in the 
air. However, there Is a 30% chance that a group of pegataurs 
will he armored ns follows: chain mail (50%), leather 125%) 



rmail (5%). Armor 
(Corse provide an AC bonus of —J; 
armor is Armor Class 6* Only 10% 
ot pt^p^taurs e^^hiehls into battle; pegataurs using shields 
receive asAl bonus Hi. Armcir Class tor their humanoid 
foreparts only- Pegataur leaders have a 5% chance per Hit Die 
to have enchanted armor, Pegataurs wearing armor or carry¬ 
ing a rider aa 1 maneuverability class D, Riders may be armed. 

Any group of five or fewer pegataurs has a 40% chance of 
being accompanied by Id IP pegasi For every four pegataurs in 
a group, there will be a fifth pegataur with 6 Hit Dice. For 
every ten pegataurs, there will be an additional pegataur with 
7 Hit Dice. For every 20 pegataurs, there will be one with 8 Hit 
Dice, and a 50% chance tor either a mage or a cleric of 5th level. 


Habitat/Society: Like elves, pegataurs are generally aloof, 
especially toward non flyers, though their alignment makes 
them more approachable than may be initially believed. If 
paid well and treated with respect, pegataurs can be hired as 
troops or bodyguards, or for special tasks Pegataurs never 
knowingly work tor evil individuals- A pegataur tribe usually 
has 2d 10+10 adult members and is led by a male with 8 Hil 
Dice. In addition to the adults, a tribe also has Id.10+5 non- 
combatant foals and 3d6 pegasi. 

Pegataurs carve abodes in die sides of high mountains. 

These pegataur-made caves, called ffcftm are not dark Lind 
cramped, but are instead beautiful affairs with vaulted ceilings 
and Intricately carved w alls. Veins of rare crystals provide illu¬ 
mination at night. 

Most pegataurs encountered have 5 Hit Dice; of these 
approximately one-third cast spells as 5th-level w izards in 
addition to their warrior abilities. These multi-classed 
pegataurs never have weapon specialization. 

Single-class pegataur wizards can be specialists, but such 
characters are rare, and are never necromancers, Rare pegataurs 
may rise to higher levels as wizards, fighters, or priests, but 
they are not known to advance beyond 14th level in any class. 

Ecology; Pegataurs have been known to w ork with druids to 
maintain the balance ol nature in a given area. They also train 
pegasi mounts for ground dwellers. 
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Phaerimm 


CU MATE/TER KA1.N: 

FREQUENCY; 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET; 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Any (in Faerun, confined to subter¬ 
ranean Anauroch) 

Very rare 

Solitary 

Any 

Carnivore 

Supra-genius (19-20) 

AJi possible (G is most common in 
lair) 

Neutral evil 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO, OF ATTACKS: 

DA MAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1-3 (usually I) 

2 

FI 9 (A) 

9 

11 

6 

ld4 [ox by weapon) x4/3d4/2d4 
Tail sting, spell use 
Absorb/reflect magic 
44% 

L (up to 12' long) 

Fanatic (17) 

10,000 


Phaerimm are powerful magic-using beings that move by nat¬ 
ural levitation. They resemble upright cones, the widest part 
uppermost, and the point ending in a barbed stinger-tail. They 
are intelligent, inimical, and highly dangerous. 

Combat: Phaerimm have 160-foot in fra vision, and can see into 
the astral and ethereal planes for 90 feet. Their normal vision 
functions as a constant detect magk. 

Phaerimm have natural magic resistance: 44% against all 
magic except petrification and polymorph attacks, to which they 
are 77% resistant Any magical attack on them blocked by their 
resistance will be absorbed by phaerimm as healing or reflected 
back 100% at the source. This is a defensive reflex and does not 
take Ihe place of a phaerimm N actions in the round it occurs. 
Absorption changes damage from the spell into replacement 
hit points; spells that do no damage yield 1 hit point per spell 
level (excess points can be carried for 12 rounds as healing 
energy, and used to offset later damage) Reflection means the 
source receives the magical effect, although a source subjected 
to multiple reflections of the same spell can be affected at most 
once (that is, a wizard catching two phaerimm in a fireball 
takes, at most, the damage of one fireball if both retied). No 
upper limit to the number of magical attacks a given phae- 
rimm can absorb or reflect in one round has been found. 

Phaerimm command more magic than most human mages. 
For every 30 years of life, a phaerimm increases one level as a 
wizard—most of this long-lived race are the equivalents of 
22nd- to 27th-level mages. Phaerimm experiment with, 
research, and memorize spells much as human wizards do; a 
spell of each level can become an innate spell-like ability. The 
spell which cannot be changed once chosen* is retained in 
their brain structure and is regained every day without study. 

Most phaerimm have devised some unique spells of their 
own. All phaerimm spells are cast by silent act of will—most 
phaerimm magical study is time spent altering captured 
human spoils info wilt-force magical energy manipulations. 

In addition to a spell attack (and any reflected magics) in a 
round, a phaerimm can make up to six physical attacks, if tar¬ 
gets are within reach. Its powerful jaws, located in the open 
top ol its cone, bite for 3d4 damage. The rim of the cone con¬ 
tains four evenly-spaced, fully-retractable arms. These arms 


look startling!} human, but the hands have three central fin¬ 
gers and two outside, opposed thumbs. The arms can punch 
lor ld4damage, wield weapons ol up to polearm size tor nor¬ 
mal weapon damage, or grasp opponents to hold them for 
automatically-striking bites. Each round, roll ld2G each for the 
phaerimm and the grasped victim. The higher total prevails; 
either the grasp holds for the round, or the victim breaks free. 

A phaerimm a bo has a powerful tail that can smite for 2d 4 
points of damage; if a tail attack roll Mis on a roll of 16 or 
more, its sting impales the victim: the victim takes the usual 
2d4 damage, plus Idb more as the hollow bone stinger stabs 
deeply, injecting a milky fluid and an egg. The v ivHm must 
save vs. poison three limes; to see if the victim Ls paralyzed; to 
determine if the victim levitates (rising above any "floor" sur¬ 
face and hanging a few feet off the ground, powerless to move 
except by grasping or pushing against solid objects within 
reach for 2d4 turns); and to see ii the phaerimm egg injected 
into the victim is fertile. A non fertile egg dissolves harmlessly. 

A Fertile egg begins to grow in ld6 days, eating the victim 
internally for a loss of I hit point per day thereafter, until 
death occurs or a cure disease spell kills the phaerimm larva. 
During this time, the victim's attack. Armor Class, and ability 
scores are all penalized by 4 due to debilitating, gnawing pain. 
An egg or larva can be cut out of a victim, who must survive a 
system shock mil. This process inflicts 2d4 points of damage. 




Rabitat/Sodety; T he phaerimm like to live near 
Others of their own kind (for mutual protec¬ 
tion and the social satisfac¬ 
tion of vying with each 
other in devious 
plans). However, 
they usually prefer 
to operate alone 
or surround 
them¬ 
selves 
with 
magical- 
ly-con- 
trolled slave 
creatures to carry 
out their bidding. 


Ecology: Phaerimm eat all 
reptiles and mammals, 
keeping them as 
slaves until their 
him as dinner. 

They especial¬ 
ly hate tomb 
tappers, who 
seem 

immune to 
phaerimm mind¬ 
controlling magics. 

In Faerun, the mightiest magic of 
the sham presently limits phaerimm 
to under Anauroch, but they work 
through agents to affect the world beyond 
the desert, using certain bed me tribesmen and some Red 
Wizards who came to Anauroch long ago to try to establish a 
base or recover the fabled magic of the Lost Kingdoms. They 
have also subverted a Few Zhenia rim, but are being very careful 
not to reveal theniselves to the Brotherhood—vet, 
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Reggelid 


CL IM ATE/TER R AIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
PIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


NO, APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAl DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


Mountain, swamp 
Very rare 
Bands 
Nocturnal 
Omnivore 
Genius (17-lfl) 

V 

Neutral evil 


3-to 

7 

12 

3 ( varies) 

19 

I or as level and class 
Id6 (weapon) 

Spells 

Nil 

Nil 

M (7* tall) 

Steady (11-12) 

17 ^ 


Reggelids an* tall and angular humanoids native to Athas 
looking something like ugh elves with flat faces and an extra 
linger on each hand. Their origin is unknown, even to them, 
but they seem unconcerned about preserving their past or 
their heritage. Their only passion is magic. 

Combat: Each reggelid is a defiler wizard or a fighter/wizard 
of at leas! 3rd level. Those of higher levels have correspond¬ 
ingly higher Hit Dice They are bom with magical abilities and 
strive to expand and increase them throughout their lives. 
They normally use staves in melee combat, although using 
magical items-cven weapons of all sorts is also common. 

When reggelids use magical items then- is a 75% chance that 
their innate abilities and acquired knowledge will allow them 
to use the items even more effectively than it was designed to 
be used. II successful, the devices’ power is increased by 25%; 
this means that a :nmd of fire that can project Mb fireballs can, in 
the hands of a reggelid, potentially inflict Kdfi points of damage 
(6 * 25 = 1.5 Hit Dice more, rounded up). 

In combat reggdids respect only wizards (and to a lesser 
degree, other characters with spells or inherent magical abili¬ 
ties) and focus their attacks upon them Reggelids use their 
spells in conjunction to complement each other, Often, while 
one is throwing an offensive spell, another is casting a defen¬ 
sive spell lhal aids both, 

Habitat/Society: Reggel id cummunities comprise little more 
than wooden lean-tos or shallow caves They remain uninter¬ 
ested in any sort of Luxury or creature comfort, providing for 
themselves only enough to survive and continue their magic 
studies. I tire i> kept on stone tablets guarded bv the young 
males of the community. 

Magical power and knowledge determine leadership among 
them. In any band of reggdids, the leader is a wizard whose 
level is at least equal to the number of individuals in the band, 
or the highest level present. Reggelid communities are often 
led by individuals of 13th to 20th level, regardless of si/e. The 
reggelids never seem to have any conflict among themselves. 
They instantly recognize members of their race who are more 
magically adept or skilled than themselves and defer to them. 
Their lust for all things magical is not to promote themselves 
within their society but to advance themselves on a general 
level. It is the means that interest them more than the end. 



Of any 
30% are. 

broadswords rather than staves am 
lured for fighters. 


d using magical 


Ecology: Some scholars believ e the reggelids are the result of a 
curse—a very plausible idea. Like the bvanen, the reggelids 
keep to areas on the lower portions of cliffs They search for 
magical legacies in the wilderness. 

Though they hear only ill will for all other races, reggelid 5 
especially despise half lings and life-shaped creations. The 
reggelids developed a special spell specifically to combat the 
ha I flings and destroy their life-shaped tools and weapons, 


Organic Disruption) 

(Alteration, Necromancy) 

Level: 3 

Range: 30 yards 
Components V, S, M 
Duration: Instantaneous 
Casting Ti me: 3 
Area of Effect: 10-ft. radius 
Saving Throw: Special 

This spell allows the caster to strike at life-shaped creations 
and those who use them, When the spell is cast, a 10-foot 
radius sphere of dark energy appears around the desired 
location and quickly fades. All life-shaped creations within 
the sphere must make a saving throw vs, death magic or be 
slain instantly. Nonliving organic material such as wood and 
leather must make a saving throw vs. acid or crumble to dust. 
All other organic targets are dealt 2db damage, although a 
saving throw vs spell reduces this by half. 

The material component for Ibis spell is a drop of mild 
acid, such .is vinegar. 
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Render 


CUM ATE/TERRA IN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE- 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Any 

Unique 

Solitary 

Any 

Carnivore 
High (t4) 
Nil 

Chaotic evil 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT; 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAM AGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 


MAGIC RESISTANCE: 
SIZE: 

MORALE; 

XP VALUE: 


i 

-3 

24 

13 (104 hit points) 

7 

3 

IdlD/ldl0/2dl0 

Rending, berserk fury, surprise 

Regeneration, +1 or better weapon 

to hit, silv er or cold iron weapons 

cause 1 point of damage, spell 

immunities, fear gaze 

30% 

L (9' tall) 

Fearless (20) 

19,000 


The fearless render is an imposing 9 feet of muscle, sinew, 
claws, and teeth. The creature has deep black, short fur that 
covers its entire body and is matted down with a slimy, sweat' 
like secretion* The teeth of the render are between 5 and 9 
inches long, and razor sharp* The beast's claws are equally as 
long, and are often caked with the remains of its last victim. 
The most unnerving tiling about the render is its glowing 
amber eyes. They seem to strike fear in its victims only 
moments before they die. They give the render 60-foot infra vi¬ 
sion. The creature has a deep hatred of all life, and kills with¬ 
out mercy or remorse. 



dead, the victim must make a successful saving throw vs. 
death magic or be instantly reduced to 0 hit points—and at its 
mercy. 


Combat; The render is one of the most savage, feral, deranged 
creature known. It is incredibly quick lor its size, and imposes 
a -2 penalty to all surprise roll's when not encountered on 
open ground. In addition, anyone glancing into the creature's 
amber eyes must make a successful saving throw vs. parulyza- 
tion or be rooted in place by incredible fear and unable to act 
for Id3 rounds (or until the fear is dispelled)* The render 
attacks with iLs two daws and fierce bite, and if all three of the 
attacks are successful, the victim suffers an additional 2d 111 
points of damage as the beast rends and shreds its prey. 

The render's greatest advantage is its ability to regenerate 
hit points. The monstrosity regains 4 hil points per round* The 
beast's regeneration is similar to that of a troll, and it regener¬ 
ates even if reduced below -10 hit points. Only electrical dam¬ 
age can permanently kill the render. When it is brought to -10 
hit points, over half of the damage done to it must have been 
electrical for it to be dead and not regenerate. 

The creature's magic resistance is a considerable 30%, and it 
is immune to all poisons, dmrm-ty pe enchantments, and hold 
spells. Normal weapons cannot damage the render, while sil¬ 
ver and cold iron weapons inflicting only l point of damage 
per hit Magical weapons inflict normal damage. 

If the creature is somehow brought to below half of its hit 
points, it throws itself into a berserk fury, gaining double its 
normal number of attacks, reducing its Armor Class to *4, and 
doubling its regeneration to b points per round. So biutal am 
the attacks of the render that ii an opponent sustains more 
than 40 points of damage in one round and is not already 


Habitat/Society: l he creation of the render was an accident 
The beast is an unholy combination of a summoned tanar ri 
and a human prisoner, While nefariously allow ing the tanarri 
to kill a prisoner for pleasure, a wizard miscast an unknown 
spell from a scroll. The spell killed the wizard and joined 
together the tanarri and the dying human. The resulting crea¬ 
ture killed hundreds of others before escaping. The render has 
no memory of its former 1iv r es> 

The creature is in constant pain from its unholy union. The 
only way it knows to temporarily relieve this pain is to kill 
and consume prey—thus the render is a constantly active eat¬ 
ing machine* Since the creature fears nothing, it is truly deadly. 

Ecology: The beast's stomach can digest anything organic, and 
it cares nothing about the freshness of its meat* The beast 
needs to eat a minimum amount of twice per day, though ii 
will eat more frequently for the sheer pleasure of it* 

Created deep within the experimental labs of Darkhold, the 
render escaped into the Far Hills to the south of the citadel, 
where il has been hunted ever since. The render was created 
completely by accident, and efforts to duplicate the experi¬ 
ment that brought life to the beast have since met with failure. 

The Zhrntarim are desperate to capture the render, but all 
attempts to do so thus far by Zhentarim wizards and ZhentOar 
troops have caused twoscore casualties and met with no suc¬ 
cess. The render remains one of the most savage creatures to 
walk the face of Faerun, and likely the most deadly creature 
encountered in the Heartlands. 
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Saurial 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 

DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 

Finhead 

Jungle 

Very rare 
Community 

Day 

Omnivore 

Very 

Nil 

Any 

Biadeback 

Jungle 

Very rare 
Community 

Day 

Vegetarian 

Very 

NiT 

Any 

Flyer 

Jungle, mountain 

Very rare 

Community 

Day 

Carnivore 

Very 

Nif 

Any 

Hornhead 

jungle 

Very rare 

Community 

Day 

Vegetarian 

Very 

Nil 

Any 

NO. APPEARING: 

1-6 

t-4 

2-8 

1-2 

ARMOR CLASS: 

5 

4 

6 

4 

MOVEMENT: 

12 

10 

9 Ft 24 (C) 

10 

HIT DICE: 

2 

2 

2 

4 

THACO: 

19 

19 

19 

17 

NO. OF ATTACKS: 

1 or 2 

1 or 3 

1 or 3 

1 or 3 

DAMAGE/ATTACK: 

By weapon 

By weapon 

By weapon 

By weapon 

SPECIAL ATTACKS: 

See below r 

See below 

See below 

See below' 

SPECIAL DEFENSES: 

See below 

See below 

See below 

See below 

MAGIC RESISTANCE: 

Nil 

Nil 

Nil 

Nil 

SIZE: 

M (5' tall) 

L(T tall) 

S (3‘ tail) 

L(HV tall) 

MORALE: 

Steady (12) 

Steady (12) 

Average (10) 

Elite{14) 

XP VALUE: 

35 

35 

65 

120 


Saurials are intelli¬ 
gent bipedal 
lizards descended 
from creatures 
similar to 
dinosaurs. Sauna Is 
are not native to 
the Realms, but 
originate from 
another crystal 
sphere. Most 
saurials now in 
the Realms were 
kidnapped from 
their homes and 
brought to the 
Realms as slaves 
bv the evil god 
Moander. Upon 
Meander's death, 
these saurials 
elected to remain 

in the Realms and make it their home. They live in a single vil¬ 
lage in the Lost Vale in the Deserts mouth Mountains east of 
Anauroclv They are still recovering physically and spiritually 
from the deprivations they suffered under Moander, so very 
few saurials travel far from Llie shelter of the Lost Vale, though 
this may change with the passing of the years and as their 
numbers increase* 



There are many different races of saurials, but only finheads, 
bladebaeks, flyers, and homheads are currently in the Realms, 
These are the names provided by the natives of tine Realms to 
the newcomers. The saurials' own names are a combination of 
noises and scent which do not translate well into mammalian 
Speech- 

All four races have brightly colored scales, sharp daws, and 
talk, but their body shapes otherwise vary considerably. A fin- 
head is nearly human in shape, though shorter than most 
humans, with a tail just over half its body length and a pro¬ 
nounced fin on its head. A bladeback is taller and stockier 
with a series of large, sharp scales which extend from the top 
of its head, down its spine and along Us nearly body-length 


tail. A flyer has a delicate frame, w ith smaller legs, a shorter 
tail and a flap of scale-covered flesh beneath each arm which 
serves as wings So although ungainly on foot, a fiver is 
extremely graceful w hen airborne* A hornhead is a giant beast 
with a tail longer than its own body and sharp boms protrud¬ 
ing both from its head and the great bony plate w hich protects 
its neck* All four of these races have scales of some shade of 
green and their back scales are mixed with yellow scales in 
patterns unique to each individual. Flyers sometimes feature a 
bolder red splotch around their necks. Only rarely is a pure 
white saurial bom in each race. 

All sauna Is have true infra vision. They can detect heal 
wavelengths with their eyes, but they cannot see a cold object 
in the dark, Although they are not cold-blooded like true 
lizards, saurials are not as efficient at keeping their blood 
warm as are Realms mammals. U exposed too long to freezing 
air, saurials lapse into a torpor called i old sleep. They fall 
asleep and their breathing slows until they may even appear 
dead. A satxriaVs ability to resist the cold sleep is based on its 
size* A 3-foot flyer succumbs to the cold sleep in three turns, 
while a 3-foot finhead succumbs in five turns, and so forth. If 
the saurial is bundled in insulating Clothing, these Limes are 
doubled. A saurial in cold sleep returns to consciousness with¬ 
in an hour or two if it is brought to a warm place. A sauria] 
left exposed to freezing weather for more than a day dies. 

For daily activities, saurials do not generally wear more 
than loincloths and simple, loose cloaks as long as they are in 
a tropical dimate. They do, however, wear ornate robes of fab¬ 
ric and animal hides on ceremonial occasions. They decorate 
their homes with wail hangings and floor coverings Saurials 
arc not comfortable in armor. To avoid the cold sleep saurials 
bundle up in colder regions* Tattoos are common, particularly 
amongspellcasters, and depending on their race, saurial 
mages either carve special symbols into the bony plates of 
their body or tattoo them into their scales. 

Saurials do not speak any Realms languages; indeed, to 
most humans they do not seem to speak at all, because their 
voices are pitched too high to be heard without magic. The 
emotions accompanying their words are emitted as scent? that 
humans can often detect, so a human familiar with the saurials 
can often tell what one is feeling without knowing what one is 
saving. Saurials can hear human speech, but so far, none have 
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Saurial 


learned the language, although many of their spdlcasters can 
use magic to do so. One of their number, the paladin 
Dragon bait* understands Common because of his magical 
bond with the sells word Alias of Westgafe. The saurials' form 
of writing is to carve lines on sticks; writing is used mostly for 
magic and important records. 

Combat; Sandals, like humans, fight with a variety of 
weapons, mainly determined by their character class. For 
example, spelleasters use magic fighters use blades and mis¬ 
sile weapons, amt clerics favor blunt weapons or magic 
Sau rial-era fled blades have shorter grips and favor barbed 
tips. Humans unaccustomed to such weapons suffer a - I 
attack penalty with saurial blades, and saurials suffer a -1 
attack penalty' with human weapons, 

if unarmed and severely pressed, saurials resort to ancient 
modes'of attack. Finheads daw with both hands [Id3/U13) or 
use their thick tail as a whip (Ld2). Bladebacks use both claws 
( Id4/ld4) and swing at any rear attacker with their razor- 
edged tail (ld6). Flyers daw and bite (1*12/ Id2. id2). 
Homheads either claw (ld4 ld4) and swing their tail (2d4j or 
charge with their horns (2d6). 

Saurial Armor Class is as listed for each of the individual 
races, and is a result of their own thick natural hide. Saurial 
Armor Class can be improved by wearing armor, though this 
is an alien concept to sau rials, and such armor would need to 
be custom-made for the creatures. Saurial Armor Class is 
improved by only + 1 if the Armor Class of the armor is less 
than or equal to the saurial's natural Armor Class, So a finback 
in leather or chain mail armor would have an Armor Class of 
4 Exceptional saumls have the sime limitations as their char¬ 
acter class. Saurial mages do not wear armor, and saurial 
thiev es would be limited to the protection of leather armor. 

Because of the nature of the saurial senses, all saurials 
receive a +2 saving throw bonus against sound-based attacks, 
such as a harpy * charm or a shout spell. They are more sus¬ 
ceptible to gas-based attacks, including poison gas and cloud- 
kill spells, and have a -2 penalty on all saving throw s against 
these attack forms. 


Habitat/Societv; The adult sail rials of the Lost Vale number 
111! and consider themselves one tribe, although they are made 
up of different races. Leading and protecting this tribe are a 
humhead wizard of 1 4th level named Grypht Grypht's three 
apprentices, a bladeback priest of 7th level named Sweet Sea I 
who worships 
Ch nun tea in lieu 


of his own god¬ 
dess of the har¬ 
vest, and 
Swee Meats five 
acolytes. The 
renowned f inhead 
paladin 

Dragonhait visits 
the valley as often 
as his adventures 
allow. The tribe's 
other a dv ■ ent u rers 
were killed bat¬ 
tling Moander in 
their original 
plane. The remain¬ 
ing members are 
villagers without 
adventuring skills. 



Most are farmers 
and hunters. There 
are weavers, car¬ 
penters, a stone¬ 
mason, a black¬ 
smith, and musi¬ 
cians among their 
numbers, Moander 
killed all tlieir 
young, buL 20 
more saurials have 
hatched since the 
evil god’s death. 

The adults have 
worked hard to 
build their new 
village and to 
restore order, but 
they are still 
somber after their 
ordeal, They look 
for the next generation to bring joy hack into their lives The 
sauna Is harvest and gather enough food and keep warm and 
dry in small (hatched huts, but they prefer solid single family 
dwellings of stone or wood. One by one, each family is build¬ 
ing a home, and gradually adding extra rooms onto them. 

This outpost is the sole know n domain of sau rials in the 
Realms However, once the gap between I he Realms and the 
sauriais' home sphere has been breached , there is a chance that 
more saurials may appear in Faerun, or that adventurers from 
this sphere may find their wav to the saurial homework!, 

San rials live in mixed groups with tittle conflict among the 
races, unlike tire mammals nf the Realms, which seem to have 
different nations for elves, dwarves, and men Saurials think of 
themselves as saurials first, and their sub-race second, and rec¬ 
ognise that the other races of saurials have as much to con¬ 
tribute to their community as their own race, if not more. 
Saurial communities consist of all tvpes or the various races, 
though there tend to be fewer of the larger horn heads and 
bladebacks because of food limitations, Even communities 
with one race of saurials treat all other races as brethren. The 
Realms domain of the Lost Vale has primarily finbacks* but 
also has a large number of flyers and a smattering of blade- 
backs and horn heads, including their leader, Grvpht. 

The listed statistics are for common sauna Is, but tike the 
races of the Realms, these creatures have a number of excep¬ 
tional individuals whose abilities closely resemble those of 
exceptional fighters, priests, mages, and thieves. In random 
encounters outside the Lost Vale, for every 10 "common" sau ri¬ 
als encountered there is an individual of exceptional ability, 
either a fighter (40%), mage (40%), priest flU%l r or thief (ICTh. 
These exceptional individuals are of levels 1-10. 1 hev are unar¬ 
mored, but equipped with weapons according to the restric¬ 
tions of their class. Saurial spelleasters can still cast their spelts 
in this plane, and those who derive iheir abilities from gtxis 
may continue to do so it their god has a Realms equivalent. A 
small number of saurials worship Finder VVy vernspur, and 
there are one or two priests of that faith, also 

Ecology: Saurials mate for life and can produce 1-2 eggs a 
year. Both male and female share the duties of keeping the 
eggs warm and safe, feeding the hatchlings, and training 
them, A saurial appears full grown within five years, but the 
experience that brings mental maturity takes as Tong to devel¬ 
op us it would in a human Saurial* live a very long time in 
favorable conditions* Grypht is more than 200 years old, witb- 
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Saurial 


i Hit the aid of magic. Homheads and hladebacks required lot 
of vegetation to survive, so they are careful to limit their num¬ 
bers in small regions, while the Lost Vale's abundant wildlife 
can support many more finheads and fivers. 

Finback*; Finbacks tend to be alert, bright, active, curious, and 
emotional, They are good with their hands and have enough 
muscle for common work and defense, Exceptional finbacks 
are usually, though not always, warriors, Finbacks tend to 
believe in ultimate concepts of good, evil, and truth, and see 
things in terms of black and white. They are enthusiastic about 
new tasks and adventures and leap into dangerous situations 
before getting a hill idea of what dangers await. Most saurials 
found outside the Lost Vale are likely to be finbacks. 

Hornik’iub; Horn heads are large and powerful and tend 
toward careful, rational planning and thought. While 
they are slow of speech and carefully choose 
their words, they are not slow of mind 
and have an interest in the sciences 
and crafts such as blacksmithing 
and weapon-making. Exceptional 
individuals can be any character 
class, but the most powerful 
horn head in the Realms is a 
s pci leas ter. 


Biadchacks: Bladebacks arc social creatures, more than the other 
three races, and tend to congregate with other saurials more 
readily They are the most straight-forward and trusting of the 
saurials, but understand saurial nature well enough to know 
what their comrades want, Bladebacks are slow to anger, hut 
once riled are passionate fighters. They are slow to forgive 
slights arid offenses and have long memories. Within the saur- 
ial organization, bladebacks often rise to positions of power as 
leaders of the combined groups or as advisors to those leaders 
Exceptional bladebaeks are often priests. 

Flyers; Flyers are nervous, noisy saurials, both irritable and 
irritating. They have the benefit of flight, and often use it to 
tlee rather than fight. Enthusiastic conversationalists, flyers 
chatter on about whatever gossip comes to mind. Their tole in 
the community is usually as scouts or messengers, 
but there have been flyer heroes hi saurial 
history who have rescued their 
larger brethren on many 
occasions, as any flyer will 
repeatedly tell you. 
Exceptional flyers are usu¬ 
ally fighters or thieves. 
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CUM ATE/TER RAIN; 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT; 


Subarctic caverns 
Very ra re 
Soli tan 1 * * 4 
Any 

Carnivore 
Average <8-10) 
(5,Q, Vx3) 
Neutral 


NO, APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO, OF ATTACKS: 
DAM AGE/ ATTACK: 

SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1 

6 

13, FI 9 (C) 

6+6 

15 

4 or 6 

Id6/ld6/2d6/3d4 or 

Id6/ld6/1d6/1dto/2d6/3d4 

Pin 

Spell turning, silence 
Nil 

H (20 p long) 

Fearless (19-20) 


The scaldmagdriun resembles a gray-scaled, green-eyed 
dragon with stubby wings and a long, bone-spiked prehensile 
tail. The creature's overall build is like that of a silver dragon. 

White many people believe this creature to be unique, it is 
actually part of a race of like beasts. The most famous of the 
scalamagdrions is Ningultim, the one usually pictured in the 
book known as The Saikmgdrion (the book w as named for the 
creature). A scalamagdrion is sometimes called a ''Guardian of 
the Tome" by those unaware of its actual name or the name of 
the book in which it is found. 

Certain sages have suggested that scalatnagdlions have a 
language of their own, a silent language conveyed by move¬ 
ments of mouth, daws, and wings; it has been reported to 
make motions not unlike those associated with speech and 
sign language. However, because the creature is very aggres¬ 
sive and completely silent there has been little opportunity to 
study Us means of communication* 

Combat: If possible, a scalamagdrion attacks by pouncing 
from a height, or by briefly hovering. In this case, the creature 
uses its four daws, its bite, and its tail. Each daw rake causes 
ld6 points of damage, while the bite inflicts 2d6 points, and 
the tail causes 3d4 points of damage* It hovering, the scalam¬ 
agdrion can make only one such aback before either landing 
or flying off; its wings are not well constructed for hovering 
and cannot support such a maneuv er for long. 

If possible, the scalamagdrion tries to pin a single opponent 
by landing upon it; this requires a normal attack roll, but the 
victim is considered AC Ilf adjusted by Dexterity and magical 
bonuses. This maneuv er can be used on any M/e creature and 
causes 2d6 points of damage to the victim, but only creatures of 
size Sur M can be pinned effectively; larger beings cannot be 
held by the scalamagdrion's bt\dy w eight, and smaller creatures 
cannot be attacked while pinned (though they can be held). A 
pinned creature can try to get free each round thereafter, with a 
successful bend bars roll indicating that the creature struggles 
free. A pinned creature receives no Dexterity bonus to AC and 
suffers a -4 penalty to attack rolls. The creature cannot List? a 
weapon that requires two hands; drawing a weapon might 
require a successful Dexterity check (DM sdiscretion). 

While Lie scalamagdrion has a pinned victim, or if it is 
fighting while on the ground, it attacks normally its front 



claws, bite, and tail. I he creature's tail is quite flexible and can 
be used to attack opponents to the side or trout of the beast. 

The creature is immune to all gasses and to extremes of heat 
and cold. In addition, the scalamagdrion radiates silence 15 p 
radius about itself (to 15' from any part of its body), and has a 
natural spell turning ability (as a ring of spell turning , including 
gaining a saving throw for spells for which there is normally 
none). This makes it a deadly foe for mages, and, indeed, none 
have yet prevailed against the scalamagdrion known as 
Ningulfim, a creature of great cunning, with maximum hit 
points and other, undisclosed magical powers. Some mages 
claim to have defeated other scalnmagdrions, but with the 
help of several companions. A few sages suggest that a scab- 
mngdnon can absorb power from mages it consumes, so any 
individual might have other spell-like powers. 

The scalamagdrion is fearless and enjoys the taste of human 
flesh. Still, it is cunning enough to take a victim's body, items 
and all, back to its lair to avoid being caught while eating. 

Habitat/Society: The scalamagdrion inhabits an extensive net¬ 
work of caverns Adventurers have claimed to encounter multi¬ 
ple sCdlamogdrions beneath the Great Glacier in a cavern net¬ 
work accessible from Vaasa and Sossal. t he monster and the grift’ 
to and from its abode cannot be destroyed or harmed by tearing 
out or destroying the page on which it appears, although any 
attempt at such activities will certainly cause it to issue forth 
The scalamagdrion can choose when to activate its gate; no other 
living creature has successfully traveled through it 

Ecology: Several wtunfo and rings can lie seen amid the bones 
upon which the scalamagdrion crouches. If a scalamagdrion 
absorbs magical energy from its kills, a specimen could prove 
very useful in the manufacture of magical items, 
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Sham 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Any land 
Very rare? 

Clan 

Any 

Omnivore 
Genius f 17-1H) 
Nil 

Chaotic neutral 


NO, APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACD: 

NO, OF ATTACKS: 
DAMAGE/ATTACK: 

SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE 
SIZE: 

MORALE: 

XP VALUE; 


1-12 

2/6 (portal/tentacles or bodv) 

4, FI 15(C) 

6+6 

15 

12 

1 d4+1 (x3 heads)/ld2 or by 
weapon type (x9, three trihands) 
Ethereal portal attacks 
Regeneration 
30% 

H (16* long) 

Fanatic (18) 

7,000 


An enigma little understood by sages or adventurers of the 
Realms, sham are resident in several large underground com¬ 
plexes, including Under mountain. The sham seem to feed on 
adventurers and will repeatedly menace PCs exploring the 
dungeon's lower levels. 

These curious creatures appear as glossy black teardrops of 
somewhat amorphous flesh, studded with many tiny eyes and 
surrounded by a nimbus of purple light. Opponents rarely gel 
to see these vulnerable central bodies, as surviving an 
encounter with a sham is a rare feat indeed. Attempts to men¬ 
ially contact a sham (through psionics or other means) result 
in success only si the sham wishes it. Sham share a peculiar 
form of short-range group telepathy among themselves. 

Combat: Sham can create miniature portals—ethereal win¬ 
dows—up to 4I.M1 feet away from their bodies. The sharn can 
create and maintain up to six portals at once, using all to 
attack from a variety of angles, A sham can extend three heads 
with tanged maws and three triband arms to attack opponents 
and prey at a distance. Each of these six appendages is stud¬ 
ded with many liny eyes which have 60-foot infravision, and 
each appendage has its own independent portal. Each 
appendage has an Armor Class of 4, 

A portal appears as a nimbus or spiral of winking, moving 
points of purple radiance. Its movement rate is 6, When open¬ 
ing or closing, portals look like tiny spots or whirling rings of 
purple light. Consider a portal to be AC 2; damage from 
attacks bitting the portal G transmitted to lhe central bodv. 

The trihand arms are snakelike, flexible trunks that end in an 
elbow where three humanlike forearms split apart from each 
other. Each arm ends in a humanlike hand which can punch or 
rake for 1-2 points of damage, snatch items, or wield weapons. 

Treat arms and -.nake-heads as having the same Armor 
Class as the central body of a sham. Attacks on a particular 
hand need to hit an Armor Class of 3 because of the close 
proximity of two other forearms in a trihand. Attacks against a 
specific hand can shatter a held item, disarm the hand, or 
sever a finger wearing a magical ring. 

Sham have unique and peculiar minds; they are immune to 
ail enchantment/charm spells and are never footed by illu¬ 
sions. A sham can psionicallv scramble a mind in contact with 
it, reaching through the mental link as a special, additional 



attack. The victim 

penally of +3 or stiff effects equal to a feebleminS spell, 

Some shorn, perhaps as many as 10% of the population, are 
known tn be powerful spell casters—20th level and higher. 
Their magics manifest as innate spell-like abilities rather than 
memorized spells. When sham magic comes into contact with 
phaerfmm nutgic drain or life drain spells, a geographical meta¬ 
morphosis occurs: buttes become rocky hills, rocky hills 
become grasslands. The effect always reduces the geography 
one step toward a grassland 

Sharn regenerate cine lost hit point every two turns as long 
as they have access to heat or sunlight and water, snow, ice, or 
blood. 


Habitat/Society: Sham reproduce by budding when they roach 
55 hit points or greater. Sham are sophisticated, far-sighted 
creatures, and are known to be interested in magic, planar trav¬ 
el, and mastery of a variety of environments on the Prime 
Material Plane and beyond. All sham within a particular area 
axe part of a large iamilv, or dan. Each dan holds particular 
aims, decided upon and modified by the entire clan in council 
but these aims remain mysterious to outsiders. Sham try to 
remain apart from the dally workings of their transient sur¬ 
roundings. One human sage, Orblyn of Za^esspur, called the 
sham "The Great Aloof Ones/' an accurate, tel ling description. 

Ecology: Sham eat lichens, green plants, and roots as well as 
mammalian prey. They are often at odds with the phaerimm. 

The sharn dan in Undcrmountain w orships the Drowned 
Queen, a mysterious creature who lives in the depths of the 
Sargauth. The Queen is thought by some to be an aboleth with 
unusual magical abilities akin to those of the sharn. Other 
sham dans appear to worship a variety of deities, including 
human, elvert, ared even goblin gods. 
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CUMATE/TERRAIN; 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Any 

Very rare 

Solitary 

Any 

Omnivore 
Highly (13—14) 
Nil 

Neutral 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACth 

NO, OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1 

4 

6, FI 24 (B) 

3 

17 

1 

IdO 

Poison 

Chameleon 

30% 

5 (2' long)' 
Steady Ml-12) 
975 


For reasons never explained, Zhentish wizards dislike work¬ 
ing with most birds. There are times, however, when messages 
need to be carried, and magic can be undependable and errat¬ 
ic, or Is needed tor other purposes. Fur these situations, a 
strange little rep!ile was bred: the messenger snake 

Messenger snakes are 2 feet long. Their coloring is a metal¬ 
lic. jade green. They have tight green feathery wings resem¬ 
bling those of a parrot, t hey mimic human speech, speaking 
in a soft, hissing voice, Messenger snakes also have mfravision 
(60-foot range) and an uncanny sense of direction. 

Combat: Messenger snakes were not made for combat 
However, in order to protect themselves, they have a bite that 
causes Idb points of damage and injects the target with a weak 
venom (onset 2d 12 rounds, paralysis for ld4 hours) unless the 
victim makes a successful saving throw vs. poison. 

Tile snake's coloration shifts and changes as necessary mak¬ 
ing it 50% undetectable by casual sight. \dd to this the fact 
that the snake's flight is 75% silent and it makes for a very 
effective messenger. The snake can even blend in with the 
color of an overcast sky, so that persons looking up from the 
ground would have a hard time telling that one of the snakes 
was flying above their heads. 

In order to help it on its appointed rounds, the messenger 
snake can detect lie at will, and if always asks for identification 
(a name or code word that it has been taught with the mes¬ 
sage) before delivering its message. The snakes also have a 
special find the path ability that has a 100-mile radius and can 
be used only to find the person they are told to seek. The 
snakes can fly 200 miles a day They must rest for an hour after 
100 miles of flight before continuing on. 

Habita(/Society: The messenger snake can earn up to two 
pounds of weight in its coils. Most of the time, the burden is a 
scroll with a written message. The item can be seen normally; 
die snake's blending ability does not affect it. However, the 
snake h also able to repeat a verbal message of up to 100 
words, giving it only to the one person it was intended for. 

Messenger snakes are never encountered in the wild. They 
are all raised by wizards who keep close track of them. The 
snakes mate once a yean laving a dutch of 2d4 eggs. 

The original secret of breeding messenger snakes from a 
root stock of other snake species has been lost. There is talk 



that Zhentish mages are searching diligently for it, and will 
pay handsomely for useful information or its possible location. 

Whenever a messenger snake is encountered, there is a 50% 
chance that it is carrying a small bundle. Roll Id IQ and consult 
the chart below: 


IdlQ Roll 

1-2 

3 

4-5 

6 

7 

8 

9 

10 


Bundle Contents 

Scroll containing a personal letter 
Scroll with 1d4 wizard spells of level 1-8 
Odd trinket or personal article 
Pouch with spell components 
Potion bottle (roll randomly) 

Small pouch with 20 pp 

Pouch with ld4 gems worth d 100x10 gp 

Small magical item (ring, figurine, etc.) 


Ecology: The messenger snake is found wherever Zhentish 
mages are found: Zhentil Keep, the Citadel of the Raven, and 
Dark hold. They have also gained a measure of popularity in 
MuLrn aster, Hills far. Tantras, Ravens Bluff, and the nations of 
Thav and Calimshan. Many nations and regions dislike mes¬ 
senger snakes. In Waterdeep, the Dalelands, and Cormyr, mes¬ 
senger snakes are shot down, hi the Great Gray Land of Thar, 
Lhe snakes are considered a delicacy. 

Messenger snakes eat plants, insects, and small rodents, and 
live for about four decades. Rumor has it that the reason the 
Zhents are su frantic to find information on the origin of mes¬ 
senger snakes is that the snakes are becoming more intelligent, 
developing their awn language and refusing to serve. No one 
has ever been able to get a messenger snake to speak a word 
on its own, though, to confirm this. 

Messenger snake eggs can be sold for up to L000 gp each; 
hatchlings fetch 2,5(30 gp* 
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Spirit, Forest—Uthraki 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Forests (Rashemen) 

Rare 

Solitary 

Special 

Carnivore 

High (11-12) 

Nil (F) 

Chaotic evil 


NO. APPEARING; 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THAC0; 

NO. OF ATTACKS: 
DAM AGE/ ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VAL UE: 


1 

4 
IS 

5 
IS 

2 

Id6/ld6 
Strangle 
See below 
NiJ 

M (5'-6‘ tall) 
Steady (12) 
420 


Uthraki arc malevolent, shapechanging spirits that haunt the 
dark woods and lonely roads of Rash e men. Uthraki are said to 
take the form of harmless companions to befriend lone travel¬ 
ers, and then kill and devour them. 

No one is certain what an uthraki looks like in its natural 
form, but they are said to be hideous, twisted, hairy creatures 
with eyes ali around their heads, so they are never surprised. 

The tales are true, but few can confirm them since uthraki 
leave few survivors. They resemble Bent, hunchbacked apes 
with Tong, snarled gray fur and small, humanlike faces. Their 
eyes are entirely black, with no visible iris or pupil 

Combat: Uthraki speak Common and are capable of changing 
into the form of any human, demihuman, or humanoid crea¬ 
ture. The disguise is magical and cannot be detected save 
through true seeing or similar spells. Detect magic reveals an 
aura about the creature but nothing more. 

Uthraki usually remain disguised when attacking, prefer¬ 
ring to change to true form immediately before the victims' 
deaths to further terrorize the prey. They attack with powerful 
hands, slashing w ith daws. If both daw attacks hit, the uthra¬ 
ki has latched onto its victim's throat and automatically inflicts 
tin additional Zdft points of damage each round after that. The 
victim may attempt to dislodge the uthraki by making a 
Strength check with a -4 penalty A successful roll breaks the 
uthraki's stranglehold, 

Uthraki are strong during the dav, but prefer to attack at 
night, for once the sun has set they regenerate 2 hp per turn, 

Although they are dangerous, terrifying creatures, uthraki 
have vulnerabilities. They take double damage from heat- 
based spells. Earth-based weapons such as stone or wooden 
clubs and flinTripped arrows automatically inflict maximum 
damage No one can be certain why this ts r but some have the¬ 
orized that uthraki are of a spirit form that is inimical to earth- 
based substances. 



Habitat/Society: Lone, spiteful creatures that hate all other liv¬ 
ing things, even their own kind, uthraki live in distant wilder¬ 
ness areas, roaming isolated roads and highways seeking vic¬ 
tims, Their lairs am in deep burrows beneath tree roots or 
between rocks. 

Ecology: Uthraki are natural shapeehangers and prefer to 
take a familiar and comforting form—a lost child, friendly 
minstrel, jolly merchant merry elf travelers, gruff but friend 
ly dwarf warriors, cute holdings, gnome acrobats, and the 
like. Such forms are intended to win a victim's confidence, 
for the uthraki wants to wait until dark to unleash its deadly 
attacks, 

Uthraki avoid settled areas, preferring to stalk their prey in 
isolated wilderness areas. Hunting in cities is far too haz¬ 
ardous, for the shapeehangers can be detected through true 
seeing or similar spells, and the Witches of Rashemen will hunt 
down and destroy uthraki wherever they can be found, 

Uthraki also feed on small mammals such as rats, rabbits, 
squirrels, and the occasional carcass found deep in the woods 
More cunning uthraki masquerade as prey animals, then turn 
on predators expecting an easy meal. 
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Spirit, Forest—Wood Man 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Forests (Rashemen) 

Yen 1 rare 

Solitary 

Any 

Special 

Genius 08) 

Nil 

Chaotic good 


NO, APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACG: 

NO* OF ATTACKS: 
DAM AGE/ ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 

MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1 

-6 

24 

20 

3 

2 

3dl0/3dl0 
Crush, throw 

Regeneration, immune to fire and 

electricity 

50% 

G (50* tall) 

Fearless (20) 

20,000 


Or all the nature spirits of Rashemen, the most powerful is the 
great being known as the wood man Towering 50 feet in 
height, the wood man resembles a vast oversized humanoid 
made of living wood, with great root-bound feet and gnarled, 
cltiblike hands, all sprouting branches, leaves, and needles of a 
dozen different tree species. 

The Rashemaar fear this mighty creature, as its thirst for 
vengeance is said to occasionally extend to Rashemaar who 
have not been unswerving in their dedication to the land and 
its people. Cautionary tales warn commoners and nobles alike 
to maintain their respect and love for both the land and Lhc 
Witches of Rashemen, lest the wood mart be sen! to correct 
iheir behavior. 

The wood man appears to defend Rashemen against foreign 
invaders* Terrifying in combat, the wood man serves as a 
potent morale-builder for Rashemaar forces. Though its com¬ 
bat ability is formidable, the wood man is not invincible, I he 
Tuigan Horde Is said to have destroyed cine during the inva¬ 
sion of 1339-60 DR, and a unit of Thayan bombards damaged 
a wood man sufficiently to force if into retreat in one of the 
Red Wizards' many campaigns against Rashemen, The bom¬ 
bards were later overrun and destroyed by berserkers. Though 
these weapons are highly effective against the Rashemaar in 
general, and the wood man in particular, their extreme value 
and the difficulty of dragging them to Rashemen have pre¬ 
vented the Red Wizards from using bombards since then. 

Combat: The wood man attacks by smashing its foes with 
great, dublike hands, each hit causing 3dlf) points of damage. 
If both hands hit. the wood man automatically inflicts another 
5dlP points of crashing damage. 

An opponent held with both hands can also be thrown: The 
victim flies lOdlQ yards and suffers 6d8 points of damage 
when he strikes the ground, 

A wood man has a 50% resistance to most magic, but this 
rises to 80% resistance against the evil magic of the Red 
Wizards. A wood man is also immune to all file- and electrici¬ 
ty-based attacks. 



Literally rooted to the land of Rashemen, a wood man is a 
growing creature. It regenerates 4 hp per round and must be 
reduced to -50 hp in order to be destroyed. Thus, a wood man 
is virtually immortal and very difficult to kill. 

Habitat/Society: A wood man (usually there is only one, 
though legend holds that several can be summoned if the need 
is great enough) appears in times of great need or crisis—the 
very glimpse of one is enough to convince most Rashemaar 
that doomsday is at hand. Exactly how they are called is not 
known* Some claim they may be summoned by the Witches, 
though a few who are aware of the existence of the uremuomti 
believe that these powerful, old male sorcerers are responsible 
for calling up the wood man; still others believe they are ser¬ 
vants of the gods. 

The Red Wizards and their troops are terrified of wood men. 
and the mere sight of one is enough to send a Thayan army 
fleeing. Fortunately for theThayans, the wood man (or men) is 
very rare, putting in an appearance only when the entire land 
is in deadly peril* So far, the Rashemaar have become so skill¬ 
ful in dealing with Thayan invasions that the wood man 
seems almost unnecessary 

Ecology: The wood man is a literal extension of the land. 
Rather than affecting the nation's ecology, it is the living 
embodiment of the ecology. Though its passage is always 
destructive—trees tom up, hills displaced, valleys devastated 
and rivers redirected—all damage magically heals itself within 
a matter of days. Soon all is as if the wood man had never 
been there. 
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Spirit, Ice—Orglash 


CL I MATE/TERRAIN: 
FREQUENCY; 
ORGANIZATION; 
ACTI VITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE; 

ALIGNMENT; 


Mountains, icy regions (Rashemen) 

Very rare 

Solitary 

Any 

Unknown 
Average (10) 

Nil 

Chaotic neutral 


NO, APPEARING: 
ARMOR CLASS: 
MOVEMENT; 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 

MAGIC RESISTANCE: 
SIZE: 

MORALE; 

XP VALUE; 


1 

0 

12, FI 24 fD) 

8 

13 

2 

m /IdS 

Cone of cold 

Immune to cold >peLb, regenera¬ 
tion 

See below 
M (S'—6" tali) 

Fanatic (18) 

2 f im 


Orglash are Rashemaar ice spirits that protect high mountain 
peaks but descend to lower levels in winter. They are chaotic 
and unpredictable but valued for their role as protectors. Thev 
can exist in temperatures above freezing and are sometimes 
summoned by Rashemaar Witches during the spring. In sum¬ 
mer and fall, orglash are vulnerable and actually suffer dam* 
age at higher temperatures. 

Orglash arc spirit creatures, wispy and insubstantial, small 
whirls of wind and snow. IJ stared at long enough, a tiny pair 
of black eyes can be faintly seen in the midst of the whirlwind, 
shifting in and out of view as the wind whips chips of ice and 
thick flakes of snow. 

like the rock spirits ith&mll ), orglash are viewed with mixed 
emotions by the Rashemaar themselves, Although they defend 
the land against the Red Wizards and other foreign invaders, 
they have also been known to set upon a lone Rashemaar or 
small parties of travelers. Pickle creatures with little apparent 
regard for other living things, orglash are a source uf great fear 
and apprehension. 

The Witches say that the orglashs' link is to the land, not to 
the people. By defending Rashemen against alien assaults, the 
orglash are looking out for their own and the humans of 
Rashemen are merely the accidental beneficiaries. 

Combat: Orglash attack with tendrils of icy force, lashing their 
opponents with razor-sharp shards of ice, flung by the 
swirling winds that form their bodies. 

Three times a day, an orglash can unleash a freezing blast of 
ice equivalent to a ante of cold, 

Orglash are immune to all ro/rf-based spells, but suffer 
double damage from all /mat-based spells, such as firchalL In 
freezing weather, orglash regenerate I hp per round. In tem¬ 
peratures above 6(r Fahrenheit, orglash take 1 point of dam¬ 
age per round. They cannot exist at temperatures over 100° 
Fahrenheit and automatically dissipate. Dissipated orglash do 
not die, they are reduced to an insubstantial form. They must 
return to an area where the temperature is 40"F or lower, 
where they revert to their original form in 24 hours. 



Orglash are highly resistant to Thayan magic. They have a 
30% magic resistance to spells cast by Red Wizards and never 
check morale in direct combat with Red Wizards, 

Habitat/Society: Solitary creatures, orglash are viewed as the 
protectors of Rashemen despite the fact that their hostility to 
other living things sometimes extends to the Rashemaar, 

A single orglash roams a single mountain peak, valley, or 
other cold place. When winter spreads its icy net across 
Rashemen, however, they wander the entire land. Most of the 
time orglash stand at a distance and watch passersbv, their 
black eyes fading in and out of whirling nimbuses. 

Orglash seem capable of sensing the presence of foreigners, 
and outsiders are invariably attacked by orglash. 

Ecology: Most of orglash existence remains a mystery. Unlike 
the thorrtil, which are specifically created or summoned, 
orglash arc natural creatures bound to the land itselL Thev are 
apparently sexless, though some observers claim to have seen 
them giving "birth" to smaller versions of themselv es, but this 
has never been confirmed. They seem to derive sustenance 
from cold weather, ice, and snow, and they hav e never been 
seen eating or consuming anything, 
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Spirit, Rock—Thomil 


CUM ATE/TERR AIN: 

FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Mountains/rocky terrain 
(Rashemen) 

Very rare 
Solitary 
Any 
Mineral 
Average {!€) 

Nil (Qx4, X) 

Chaotic neutral 


NO, APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 

DA MAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1 (see below) 

—3 

5 

5 

15 

2 

Id 10/Id10 
Envelopment, smash 
Block 

25% or 50% 

M 

Fanatic (17—1H) 

975 


Thomil are spirit creatures that inhabit and guard rocky and 
mountainous places in Rashemen. Rocks inhabited by thomil 
radiate magic but are otherwise mdistinguishable from other 
rocks until the thomil becomes active. Then the rock rises, 
flowing into rough human form—two a rms, chest and head. 
The torso rises out of the ground, remaining connected to it 
while moving and fighting. 

The thomil are part of a pantheon of spirits and enchanted 
creatures that populate Rashemaar folklore* While the com¬ 
mon people ot Rashemen hold the thomil in high regard, they 
also fear them, for although they defend the land from foreign 
invaders, the thomil also punish those Rashemaar who arc so 
greedy or short-sighted that they neglect to pay proper 
homage to the land and its spirits. 

Legend maintains that the thomil were sent (or summoned) 
to Rashemen in response to the evil, unnatural magic of the 
Red Wizards of Thay Resistant to all forms of magic, the 
thomil emerged from the earth to throw back the invaders. 

Combat: Thomil guardians attack despoilers of the land. They 
rise out of the ground to batter opponents with rocky fists. If 
both attacks hil the thomil envelops its opponent and inflicts 
an additional 2d 10 points of crushing damage. 

Though thomil normally adopt a semihumanoid appear¬ 
ance, they are amorphous, capable of taking shapes appropri¬ 
ate to their opponents. Thomil may take the form of a massive 
dub or battering ram, smashing opponents with one devastat¬ 
ing attack, inflicting 3d 10 points of damage but with a -3 
attack roll penalty^ if they do so. 

When defending, thomil can transform into solid blocks of 
stone that give them an AC of -10. In block form, however, 
they can neither move nor attack. They often take block form 
against missile weapons or magic. 



Like most of the spirit creatures native to Rashemen, thomil 
have an inherent resistance to magic. The resistance is normal¬ 
ly 25%, but against the evil and corrupt nature of the spells 
cast by the Red Wizards of Thay it goes up to 50%. 

Habitat/Society: The origin of the thomil is uncertain—per¬ 
haps they were created by the ancient gods or summoned by 
the rn'mytvmi, the ancient male wizards who live in isolated 
caves in Rashemen, to defend the realm. 

Most thomil are solitary. Anyone who tries to mine, destroy 
natural formations, or invade vviLh hostile Intent against 
Rashemen triggers attack by the thomil. Should the Rashemaar 
themselves wish to build or mine m an area of the thomil, 
Rashemaar witches of Kith level or higher petition a thomil to 
begone; they have a 50% chance of success, 

I arger or more important sites such as mountains, sacred 
valleys, and territory near the caves of the vremyonm are 
defended by larger numbers of thomil. In such places as many 
as 20 thomil may be found. 

Ecology: Thomil were not originally native to Rashemen, they 
were apparently created or summoned from another plane to 
act as guardians. They derive their sustenance from tire land 
itself, absorbing minerals and necessary elements. They spend 
most of their Lime in a dormant stale, inhabiting natural rock 
formations, and become active only if called upon to defend 
their districts. 
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Strider, Giant 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


NO, APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO, OF ATTACKS: 
DAM AGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


Huh volcanic regions 

Rare 

Rock 

Any 

Carnivore 
Animal (1) 

Nil 

Neutral evil 


1—6 

4 

15 

2 

19 

Am 

ld4/ldlQ 
fireball 
See below 
Nil 

L ($' tail) 
Steadv (11-12) 
270 



These large, leatherless, flightless birds are used as mounts by 
fire newts (see “Fircnewt') I he giant strider Is about the size 
of an ostrich- it has a bumpy, dusky red hide and dully-glow¬ 
ing red eyes. It is often mistaken fora lizard. 

Combat: The giant strider attacks to its front with a bite that 
indicts IdB points of damage. It can also attack to the rear with 
a kick that causes Id ID points of damage. It cannot use both 
attacks in die? same round; it generally attacks in whatever 
direction the last attack against it came from. 

It can emit a small fireball from the duct that lies next to 
either eye. Each fireball has a range of 2i) yards and a burst 
radius of HI feet Anyone caught by the blast must roll a suc¬ 
cessful saving throw vs breath weapon or suffer ld6 points of 
damage. The giant strider can generate one firelhtl} per eye per 
hour. 

Giant s (riders are immune to magical fire. In addition, they 
gain a +2 bonus to saving throws against any magical attack 
Intense heat and flame actually act as cure light wounds spells 
on giant striders. This effect can occur only once every three 
rounds. Fireballs and other intense, fiery attacks have this effect 
immediately. 

Conversely, cold-based attacks inflict an additional 1d6+l 
points of damage and water acts as a poison if they drink it. 
Any cold liquid poured on their bodies does some damage, 
usually 3-2 points (at the discretion of the DM), 

Giant sCriders are generally fearless and gain a +4 bonus to 
their morale. 


Habitat/Society: Giant stridors are completely adapted to life 
in hot, volcanic regions. Their meager diet consists of the few 
animals and plants that share their hot realm. They are able to 
directly metabolize the heat of their surrounding^, and they 
use this to fuel their own bodily functions. Without this extra 
heat, the giant strider grows chilled and sluggish. 

Their physiology is so modified that normal conditions are 
dangerous to them. They arc poisoned by ingested water and 
harmed by cold weather or frigid attacks. 

Despite their abnormal nature/ giant striders behavior is 
similar to that of other flightless birds. Mating season occurs in 
the spring. Cocks compete for mates by elaborate dances punc¬ 
tuated by the explosions of fireballs, rhe hens lay ld4 eggs in a 
simple nest, usually a pit scratched in the ground The chicks 
hatch in fiv e to six weeks and stand about 6 inches high. They 
grow swiftly, adding 6 Inches pur month. They can begin to 
emit flame after six months. Giant striders mature in one year. 
Giant stridors are the primary mounts of Firenewts. A fire¬ 
new t tribe might keep a herd of up to UK) giant striders. Giant 
striders are fitted with a saddle atop the hips. The firenewts 
control these mounts by kicking their sides or hitting them 
with spears (the giant striders' sharp teeth would saw through 
any bridle). 

Ecology: Wild striders have a potential life span of 10 to 20 
years, although Lire struggle for survival usually shortens this. 
Striders domesticated by firenewts are usually killed and eaten 
after 15 years. 






Tanar’ri, Greater—Goristro 


CLIMATE/TERRAIN; 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Abyss 
Very rare 
Solitary 
Any 

Carnivore 
Low (5-7) 
(B, C) 

Chaotic c^'il 


NO- APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 

MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1 

_n 

15 

20 +120 
1 

2 and 1 

bd 4+6/fid 4+6, 5d8 
Spells, stamp, hurl boulders 
Immunities, regenerate, hit only by 
magical weapons (sec below) 

60% 

H (21 -24' tall) 

Champion (15-16) 

23,000 


Collectively known as gorhtmt, these huge tanar'ri can be 
found on nearly any layer of the Abyss, tor they are adaptable 
and much desired by the rulers of the place to serve as engines 
of destruction. Abyssal lords and powers are able to command 
the goristroi and keep them serving as guardians, enforcers, 
siege engines, and so on. The hulking goristroi are too stupid 
and bestial to do more titan carry out their orders, and thus 
their status never reaches that of the true tanar'ri. 

Goristroi are vaguely reminiscent of giant bears, although 
their shoulders are broader, their visages a nightmarish cross 
between bison and human, and their hands and feet dispro¬ 
portionately large, splayed, and humanlike Their arms are 
extremely long, like an ape's. Individual colors vary from dark 
brawn through sickly greenish yellow to a peculiar purplish 
gray 

Combat: The attack of these monsters consists of two dubbing 
smashes with their long and very powerful arms for 6d4+6 
points of damage each, Each is equal to a crushing blow, so 
material struck must make a saving throw. In addition, these 
brutes can make a stamping attack against any opponent with¬ 
in 10 feet that is 6 feet tall or shorter; the stamp causes 5d8 
points of damage. They burl boulders like cloud giants do (240 
yard range, 2d 12 points of damage), 

In addition to standard tanar'ri abilities, goristroi have the 
following spell-1 ike powers which they can employ one at a 
time, one per round, at w ill: detect invisibility* detect magic <fmr 
(as wand, by gaze), levitation, and spider climb* 

Even the loveliest of goristroi can be banned only by +1 or 
better magical weapons. All of them are immune to cold, fire, 
electricity poison, and poison gas. They regenerate t hit point 
per turn. They have infra vision in 120 feet 

As noted above, goristroi gain 6 hit points per Hit Die in 
addition to whatever is rolled, giving each Hit Die a range of 
7-14 instead of the usual 1-8, Goristroi that have 140-160 hit 
points are 21 feet tall and can only be hit by +1 magical 
weapons or better. Those with 161-200 hit points are 22 feet 
tall, and are also hit only by +1 or better weapons, tf a 
goristro i's hit points fall in the range of 201-240, the beast is 23 
feet tall and is hit only by VI or better weapons. The largest 
goristroi have 241-280 hit points, are 24 feet tall, and are hit 
only by +3 weapons or better. 


From the third volume of Drccphwrt^ and Stratagems, by the 

pit fiend Mellagoms: 

Though the Iurnboring goristroi are excellent al 
climbing sheer stone faces and though these assaults 
can break our fortifications, such strategies also pre¬ 
sent us with an opportunity to destroy the beasts. 

Their powerful clawed fingers can make handholds in 
sheer stone, but their enormous size makes them vul¬ 
nerable to falls, and the)- suffer twice the damage a 
smaller creature might from a fall. The goristroi are 
especially afraid of Bfgfo/'s forceful hand. dig* fly* Umitm 
tkm, and other spells that can push them off the 
heights to be broken on the rocks below or, even more 
amusingly onto the weapons of their fellow tanar YL 
Weak-minded goristroi are also vulnerable to spells 
such as emtse fear, fear, si/wfa>f of fear, and repulsion, 
which drive them off walls. For all these reasons, 
arcana I oths are the best countermeasures to employ 
against goristroi assaults on an entrenched position on 
the height. Fools though they are, tnnar'ri commanders 
rarely order a goristro over the walls unless the situa¬ 
tion is desperate or a diversionary attack lias drawn off 
most of the defenders. Take this as a sign of weakness 
and counterattack. 

Habitat/Society: Usually solitary, goristroi are only important 
among their kin because of their ability to absorb damage and 
to mete it out They are stupid and Otherwise limited in power, 
unable even to gate in other tanar'ri, The vast majority of 
goristroi encountered are in the service of some Abyssal ruler, 
blindly carrying out the duties assigned to them with conru 
plcte fanaticism. There is never a question of retreat or morale 
when dealing with these brutes, though the threat of long falls 
can induce paralysis on the field of action, in all other respects, 
they always continue to follow" their given commands until 
completion or death occurs. 

In tile Blood War the goristroi serve as siege engines and ral¬ 
lying points tor lesser tanar'ri, much as elephants do among 
certain Prime Material forces. A goristroi citadel is a platform 
strapped to the creature's head and shoulders like a helmet. 
The tanar'ri carries this citadel as a lesser creature might carry 
a knapsack; il hardly seems aware of it The fortification usual¬ 
ly provides excellent cover (-7 to AC) for two to four riders, 
depending on the size of the goristroi. 

Again from Mel I a gams' Deceptions and Stratagems: 

Goristroi citadels are dangerous and best kept busy 
with cannon fodder and inferior troops, but if they can 
be broken, the lesser troops surrounding them are usu¬ 
ally routed. The best way to accomplish this is to harry 
a goristro from two directions. The slow-witted behe¬ 
moth will turn from one attack to the other, uncon¬ 
scious of the fact that its rapid movements are shaking 
and battering the creatures within the citadel to death, 

At this point flying troops such as abishai can take the 
citadel and sky the goristro by a surgical strike to the 
neck with axes, polearms, and cleavers, 

Goristroi ruled by an Abyssal lord or power always wear 
some symbol of servitude, such as a collar, an arm or wrist 
band, or an implanted symbol. Such devices typically have the 
power to convey telepathic commands to the wearer as well as 
serve as tracking devices should the masters wish to know the 
whereabouts of their servants. Without direct command or 
supervision, goristroi tend to wander off on destructive ram- 
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Tanar’ri, Greater—Goristro 



Ecology: Coiistroi are predators that make no distinction 
between various types of prey. They sal anything that moves, 
even devouring lesser taoar'ri when their dim minds believe 
no one is watching. They are exclusiv ely carnivorous, unable 
to eat vegetable matter even if no other food is available. It 
forced to go without living or recently slain meat* goristroi 
wither and die within two weeks, so tanar'ri commanders 
usually sacrifice lesser troops tor the sake of keeping their 
citadels going. Goristmi flesh is itself poisonous if ingested, so 
not ev en powerful planar creatures or pack hunters like trolls 
and armanites attack them. 


pages of their own direction and desire. 

Goristroi do not breed naturally They are carefully mated 
by their owners after extensive negotiations, eventually result¬ 
ing in a single young. The goristroi are carefully watched 
throughout the entire process, for fear of foul play by the other 
side, such as an attempt to slay these valuable beasts. 
Generally the terms are that the owner of the male goristmi 
gains the female young* and the owner of the mother is enti¬ 
tled to the male young produced. These voracious, screaming 
young gmw to maturitv within five years. This allows the 
lucky owner to breed further young on his own, albeit inbred 
ones. However , abd uctions, infanticide {if the young b Ihe 
wrong gcndcaJPnd even outright purchases of the iive'*young 
are fairly cumRon. Under no circuiru-tances are the [parents 
allowed to ffo any influence on the young gorisfrn 






Tanar’ri, Lesser—Armanite 


GLIM ATE/TERR Al N: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 

Abyss 

Rare 

Troop 

Any 

Carnivore 

Average (8-10) 

(A, D, I) 

Chaotic evil 

NO. APPEARING: 

2-20 

ARMOR CLASS: 

T 

MOVEMENT; 

18, Fl 18(C) 

HIT DICE: 

5 

TL1ACG: 

15 

NO. OF ATTACKS: 

2 and 1 

DAMAGED ATTACK: 

2d6/2d6 and by weapon type 

SPECIAL ATTACKS: 

Spark bolts , crushing hooves 

SPECIAL DEFENSES: 

Immune to poison, cold, and 
electricity; hit only by +2 or better 
magical weapons 

MAGIC RESISTANCE: 

Nil 

SIZE: 

L (HI 1 tall, 6“ at the haunches) 

MORALE: 

Champion (15-16) 

XP VALUE: 

2,000 

Knecht; 

7,000 

Kansu 1: 

14,000 


Armanites resemble pale, undead centaurs with the horns of 
rams or bulls. Fhey wear the full armor of knights. Their tails 
and the manes down their spines are stiff bristles, and the 
flesh on their bellies sags so much that older armanites some¬ 
times look like gutted half-horses, dragging (hear entrails 
beneath them. Some breeds of armanite are more kangaroolike 
in their nonhuman half. Their front limbs are hands, capable 
of manipulating weapons and small items. 

All armanites wear black, fluted armor that seems more 
ornamental ihan functional. Because of their great strength, 
the armor Is much heavier than ordinary armor and more 
effective than it might appear. Armanites are never without 
their weapons: flanged maces, wavy flamberge swords, and 
heavy crossbows or composite bows. 

Combat: .Armanites are mobile shock troops in the Blood War, 
able to strike and retreat quickly. They travel in troops loyal to 
a single leader. They depend on the rush and fury of their 
charges to preserve them rather than on tactics, spellpower, or 
careful timing. 

The armanites' primary mode of attack is a set of withering 
strikes from their spiked hooves. On a roll of 20, an armanite 
can crush a shield {75"o chance) or a breastplate {25% chance}, 
reducing the target's Armor Class by I. Magical armor 
receives a saving throw vs, crushing blow. 

In addition, armanites can attack with the troop's weapon of 
choice, usually a horseman's mace (20%), a two-handed sword 
called a flamberge (30%), a halberd (20%), a scimitarlike saber 
(20%), or a Lance and saber (10% I. Some troops also carry 
heavy crossbows (10%) or short, recurved composite bows 
with wicked barbed arrows (20%, damage as sheaf arrows +1). 

Armanites with bows or crossbow s can fire spark bolts. Just 
before these bolts are fired, they are magically charged by their 
contact with the armanites. If they hit, die spark holts inflict 2d8 
points of electrical damage, with a saving throw vs. spell 
allowed for half damage. 

Armanites can gallop into the skies once per day for a maxi¬ 
mum of l hour. This form of flight allows them to gallop slow¬ 
ly up from the ground, as if they were climbing an invisible 


hill. They must stay in motion once they start, living arman¬ 
ites cannot change direction quickly, but the assault of an aeri¬ 
al charge can be devastating against opposing ground-based 
troops. 

All armanites are immune to attack by weapons of less than 
+2 enchantment and are immune to electricity, poison, and 
nonmagical fin 1 They suffer 3d6 points of damage from holy 
water, ld6 points from splashes. Armandos also have the abili¬ 
ties common to all tanar'ri. 

Each pack of armanites always follows a single charismatic 
leader who rules through promises of plunder and threats of 
punishment. Called the pathuwrdai or the biecht. this leader 
has AC 0, 8 HD, Drug 3d6/3d&, MV21, and Strength 19. A 
knecht can infuse not just his missile weapons but also his 
melee weapons with spark bolts each round. Tacks that lose 
their leader mam without direction, destroying everything 
they meet until either they are destroyed or a new knecht rises 
from the ranks, 

The 24 known towns of the armanites are each ruled by a 
fctmstjf, a master of as many as a hundred packs. The konsul 
has AC -3, 11 HD, Dmg 4d6/4d6. MV 24, and Strength 20. In 
addition to charging spark bolts as knechtn do, all konsuls can 
throw 11-HD lightning holts three times per day, A few of the 
konsuls are also spellcasters; they can be mages of up to 8th 
level or priests of up to 5th level. Rumors claim that two of the 
konsuls are multidassed priest/mages. 

The known immobile towns of the armanites are Amber, 
Basalt, Bloodstone, Bone, Clay, Cold Iron, Dark Spring, Gray 
Glass, Jade, Magefelond, Maroon, Obsidian, Ochre, Oxblood, 
Purpure, Silver Spike, and Steel shank. The seven remaining 
towns are the towns of the female armanites. These small 
encampments of tents, carts. and large, wheeled towers 
change their names whenever they move. 

Habitat/Society: Armanites are the mercenaries and scav¬ 
engers of the Blood War, living by devouring the flesh and 
spirits of the fallen. They serve their masters well but expect 
plunder in return; failure to provide it results in desertion or 
rebellion, even on the eve of battle. Most herds of armanites 
specialize in a particular battlefield duly, such as scouting, for¬ 
aging, skirmishing, archery, or the like. They never take part in 
sieges. Their reputation for fickleness is well earned; if they 
receive orders they don't like, they simply leave. 

Female armanites number only half as many as their male 
counterparts. The sexes are strictly segregated for most of their 
lives, for they inevitably fight among themselves if allowed to 
mix, Males and female herds mingle only during mating, 
which occurs after a successful battle against the baatezu 
Young are herded along with the servants and camp followers 
until they seize weapons of their own from a fallen member of 
the troop and slay an enemy, at which point they join the 
adults. 

Each armanite troop carries an individual troop banner and 
the banner of their current master or mistress, such as 
Craz'zt'a diagonal black-and-white slash or Pazrael's golden 
talon on dark red (these individuals being Abyssal lords). If 
the banner is lost in battle, the troop disbands to take up ser¬ 
vice in the household of one of tire lords of the 1st layer of the 
Abyss, though some individuals may join another troop. The 
banner is the symbol and unifying principle of each war band; 
without it, the armanites feud among themselves and soon 
their group falls apart 

Because they operate well as independent groups, armanites 
are often selected to undertake special missions for Abyssal 
lords. They are called the dark horsemen or the dark riders in the 
Upper Planes and are feared there. They are 4 common sight 
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Tanar’ri, Lesser—Armanite 


in Sigil as well, where they sometimes serve as bloodthirsty 
bodyguards* 

Ecology; Armarufres devour the blood and spirits of their fallen 
foes, rendering them unresurreetahfe, and some stories say 
that they prefer this sustenance to any other Their favorite 
prey are varrangoin, baatezu, and yugoloths, in that order 
Some armardtes take on rutterkin as grooms, smiths, riding 
auxiliaries, and servants, though this is rare. They despise all 
forms of least Lanar Vi and abuse them mercilessly, 


Armani tes prefer raucous, chaotic group combat to formal 
duels or feats of arms. They often brawl like warhoimds in the 
halls and citadels of the tanarVi, and provoking a fight with 
one armanite means a grudge match with the entire troop 
Amnanites despise the bariaur (the ram-centaur PC race from 
the Pi avkscape setting) and attack them cm sight. 
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Tembo 


CLIMATE7TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Tablelands, mountains (Athas) 

Uncommon 

Pack 

Night 

Carnivore 

High (13-14) 

Nil 

Chaotic evil 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACG: 

NO. OF ATTACKS: 
DAM AGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 

PSIONICS SUMMARY: 


PlAYEOfltON: 


1-6 

4 

15 

4 

17 

5 

Id4/ld4/ld6/ld6/ld8 
Psionics, level drain 
Psionics, dodge missiles 
10 % 

M long) 

Fearless (20) 

4,000 

Dis2/Sd 3/Dev 10; PS 10; PSPs 47 
Alt: EW, U, MT; Del: IF, MBk* TW 
#AT 1; MTHAC0 17; MAC 6 


Psychometabolism: Sciences — death field* life draining; 
ptTDliGtts—-chameleon power* displacement ectoplasmic form* 
immovability. 

Telepathy: Sciences —tower of iron will (mindlink); Devotions -— 
contact (attraction), ego whip (conceal thoughts), id insinua¬ 
tion (invisibility), intellect fortress (send thoughts), mind blank 
(synaptic static), mind thrust (truthear). 

Ntjte In Dark Sun campaigns, the Pia\fk s OFficw material (printed 
ki tlu.- M/cond color) is used. The parenthetical powers replace the 
pstonic attacks and defenses, to which hie monster has free access. 


A tembo is a despicable creature, universally hated and feared 
across the Tablelands. No fur covers ihe tembo's loose folds of 
scaly* tawny-colored hide. It varies in size from 3 to 6 feet in 
length, its back about as high as a mill's thigh. Its four limbs 
end in long, sharp daws, and huge canine fangs protrude 
from the flappy lips of ils square snout Huge, square ears sit¬ 
uated on each side of its head can be turned in any direction to 
bettor pick up sounds. 

Tembos speak their own guttural language, but because of 
their high intelligence a few even learn Ihe human and demi- 
humatt languages, They can speak those tongues with a slob¬ 
bering growl that can be as disconcerting as the topics they 
Usually decide to talk about. 

Combat: Tembos love to fight, and their battle tactics are as 
unpredictable as Ihe vicious beasts themselves. Some attack 
from a distance* employing psionic attacks to weaken and con¬ 
fuse prey. Others use stealth to sneak dose to prev so they can 
project a death field. A few prefer to play with their victims, 
batting them from one paw to another while using life 
draining* Some tembos even like to leap into battle from the 
start, attacking with daws and teeth in an enraged dance of 
blood and death. 

In purely physical confrontations, fembos are true horrors. 
They can leap at a victim and attack with all four claws and 
deliver a bite in the same round The front claws Inflict td4 
points of damage each, but the back claws har e a tendency to 



rip through softer flesh and cause more damage (ld6 points 
each). The most devastating attack takes the form of a terrible 
bite. A successful hit inflicts IdB points of damage and the vic¬ 
tim must make a sav ing throw vs. death magic or lose one life 
level. This loss is permanent, and a save must be made each 
time the powerful jaws connect with a victim s flesh. 

When attacked from a distance, the dexterous tembo can 
dodge oontttagicai missile fire on a roll of 1-4 on a IdlG. 

These beasts are fearless, always fighting to the death rather 
than fleeing from a battle. 

Habitat/Soriety: Tembos prowl the desert wastes in small 
packs that have only the slightest social organization. Each 
tembo acts as it desires, not sharing prey and not bowing to 
any pack leader. The one cohesive Ira it they display is that if 
one tembo is attacked, the entire pack rushes to its defense, 

Ecology: Tern bos prefer young creatures, gobbling down 
newlv hatched or bom animals like a noble gobbles shreil 
eggs. In the search for their favorite food, tembus have been 
known to sneak into elf camps to make off with elven chil¬ 
dren* skulk about dwarf villages in search of untended tod¬ 
dlers, and even slip into cities to steal noble babes from their 
cradles. Such accounts make tembos universal objects of fear 
and hatred. Even waning elf tribes have been known to call a 
truce when a tembo pack is spotted, joining forces to hunt 
down the despicable creatures and slay them before they feast 
on elven young. 
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Temporal Glider 


CLIMATE/TERRAIN; 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Demi plane of Time 

Uncommon 

Solitary 

Any 

Special (see below) 
Average (8) 

Nil 

Neutral 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACG: 

NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 

MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1 

-2 

15 

6 to 10 

15 (6 HD) r 13(7/8 HD), 

11 (9/10 HD) 

1 

5d4 

Nil 

Half damage from non magical 
weapons 
20% 

L to H (12' to 18 f Jong) 
Average (10) 

4,000-10,000 


Gliders are large, kitelike creatures that drift along in the 
empty spaces of Demiplane of Time or dose to the surface of a 
times tream They never travel to the Prime Material Plane 
reality, although there is much speculation that they could do 
so if they ever were to have the desire. Each looks like a large 
black manta ray without any sort of tail—basically one giant 
wingspan. The tips of these wings flex slightly, but their 
motion appears to be thought generated. 

Combat: Gliders defend themselves if attacked, which is the 
only wav they enter combat. They only have one means of 
attack. They ram their heads into those attacking them, and 
they can perform this maneuver only once per round. Their 
skin is extremely tough, and non magical weapons only do half 
damage against them (this includes any Strength bonuses, 
which are also halved). They are also likely to use their 
timestream slipping ability to escape if the combat goes badly 
Any creature within 20 feet of a glider that slips into another 
limes tream must save vs. rod/ staff / Wand or take 5dl0 points 
of concussion damage from the backlash of the raging tempo¬ 
ral tides. A creature riding on the glider is subject to the cre¬ 
ative control of the Dungeon Master. The trip is never a pleas¬ 
ant one, and if the glider's unwelcome traveling companion 
should somehow manage to survive the trip and yet lose hold 
of the glider, he may have a difficult time getting back home 
from whatever random plane's times tream the glider deposits 
him upon. 

Gliders can be forced into submission if the character man¬ 
ages to convey hi& intentions to the creature and then only 
strikes for nonlefhal damage. Normally the character must 
manage to get onto the glider's back (a Dexterity check after 
being rammed, with a -5 modifier to the check) and then con¬ 
tinue to cause submission (nonlethal) damage. 

The glider probably slips through several different 
timestreams during this process, placing the character at con¬ 
siderable risk. The character should be forced to make another 
Dexterity check (without a penalty) for each of the planes the 
temporal glider slips into. The transfer is never a pleasant 
process. If lhe foolhardy traveler manages to survive the har¬ 
rowing experience, the temporal glider eventually submits and 
agrees to carry the time traveler wherever he wishes. 



of different timestreams: the temporal tides. The conflicting 
forces do not bother them at all, but if : a creature managed to 
catch a ride on the back of one of these gliders, the forces 
would still affect them. Such a trip would likely rip any hiLch 
hiker to pieces in the process. 

Gliders travel alone, and they have no fixed place to which 
they return. They simply roam the Demiplane of Time con¬ 
stantly, like a shark in deep waters. While they are intelligent, 
temporal gliders have absolutely no interest in treasure and 
are never found with any. 

Although they must feed on something, they have never 
been seen eating, and they never interact with other creatures 
by choice. They are a mystery* to most adventurers, and only 
the most curious or antagonistic bother w ith these indifferent 
creatures, Some chronomancers have fit that bill nicely, 

Lhough, and through their researches, they have found that 
what temporal gliders are actually doing as they drift among 
Lhe mist-smoke is continuously feeding. They do this much in 
the way that a great whale sifts plankton from the sea. 

Ecology: It is rumored that a limited number of harnesses have 
been invented for the purpose of subduing these creatures. 
After all, controlling a steed that can shift between the planes 
at will can be quite useful. However, none of these legendary 
harnesses have ever been found, although it's improbable that 
a person would even recognize one when presented with it. 

Temporal gliders do not bear their service willingly. Given the 
opportunity to escape, thev do so at once. They are especially 
wont to do this when their rider returns to reality for a period of 
time. There is a good chance that when the chronomancer 
returns to look for the glider, the creature may well be long gone. 
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CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Demi plane* of Time* 

Rare 

Solitary or small groups 
Any 

Special (sec below) 
Genius (18) 

Nil 

Neutral evil 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT 
HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 

MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


'L4 

3 

18 

4 + 2 
15 

1 

ld6 

Level drain; special 
hit only by +1 or better magical 
weapon 
20 % 

M (6‘ tall) 

Average (10) 

1,750 


Temporal stalkers are the undead of the pseudo-reality of the 
Demi plane of Time, and a large number of them used to be 
duonomancers. Since the basis of their existence depends on 
temporal forces, traveling to other-planar reality' means instant 
destruction for the stalkers. They appear to be composed entirely 
of the mist-smoke of Demi plane of Time, condensed down into a 
near-Solid form. Flashes of silver light seem to pulse from within 
their forms, and twin red glows replace their eyes. As one moves, 
a glimpse of its physical body can sometimes be seen through a 
haze of mk>t, although this may only be an illusion of some sort. 

Combat: Temporal stalkers usually hunt alone unless they are 
after a large group or a exceptionally powerful individual. 
They track a single target for months until they are able to 
catch him surprise, if a small group of travelers is involved, 
the Stalkers wait until one separates from the others before 
attacking. A successful hit by a temporal Stalker causes only 
light damage, but also drains one level and all the abilities that 
go with it, Alternatively, with the same touch, the stalker can 
use paradox on a victim, fouling its past Often il uses this to 
exchange a spell that a wizardly victim has memorized for one 
that is entirely useless in the given situation. 

A character drained below level 0 becomes a temporal stalker 
himself. Mist-smoke begins to swarm around the victim's body 
until, several days later, most of his physical body is bidden with¬ 
in the shroud. Companions can prevent the transformation by 
bringing the body back lo reality before the new stalker awakens. 

llabitat/Society: Temporal stalkers have no lairs, and they arc 
beyond the desire for material wealth. The only thing a tempo¬ 
ral stalker actually possesses is a deep-seated hatred for linear 
creatures and a desire to see them destroyed. These evil 
undead are highly inteliigent and know much concerning the 
Demiplane of Time, which is one more thing to drive them into 
anger, since they can no longer use this information. It's no 
good to them if they can never leave the pseudo-plane and 
have an effect upon reality. 

Of-all linear beings, temporal stalkers hate the Guardians 
the most, as these men and women have the most effect upon 
reality of any chronomancers- The jealousy the temporal stalk¬ 
ers feel bums brightly in them, and they sometimes organize 
small ambushes for a Guardian if they think there is any 



Stalker 


:trav- 


chance of catching 

This is hardly likely as the Gtl^diahs 
temporal stalkers and the dangers that the 
ders of the Demiplane of rimer 
Despite this hatred that is focused upon them which they 
are sometimes painfully aware), the Guardians usually choose 
to leave the temporal stalkers alone Since the creatures can't 
slip into reality, they are no danger to the Limestream. In tact, 
they act as a kind of weedmg-out sy stem. In the opinion of 
many Guardians, chronomancers who are too unwary to deal 
wilh temporal stalkers are stupid (or at least incautious) 
enough to present a danger to ihe Ernest ream themselves. If 
the temporal stalkers take care of these bumblers early on, 
then it may never be up to the Guardians to do so if the fools 
somehow manage to gain power. 

On the other band, those wbo survive an encounter with a 
group of temporal stalkers (earn a fine lesson of the danger*-, oi 
time traveling. The impact that this can have is far more effec* 
five than any lecture a Guardian might give 
If there is any hope of dealing with a stalker, il is through 
exploiting their desire to seek the destruction of a Guardian above 
ail else. More than one running chronoma nee r has been spared by 
a group of temporal stalkers by promising to deliver a Guardian 
or two into a trap of their devising-—the more Guardians, the bet¬ 
ter, Of course, several of these deals fell through when the stalk¬ 
ers' victim simply told the Guardians of die creatures' plans. 

Now, the stalkers are more than a little wary of cutting s ueh deals, 
and getting them to agree to one takes some doing. 


Ecology: Temporal stalkers cannot exist outside of the normal 
Demiplane of Time. They are neither hunted by temporal crea¬ 
tures, nor do they hunt such creatures. Temporal stalkers roam 
the various timestreams of Demiplane of Time in search of one 
thing: linear lifeforms intruding upon their realm. Once the mist 
trail left bv a traveler is discovered, a temporal stalker tracks that 
individual down (unless, of course, the traveler leaves before ihe 
temporal stalker manages to catch up with him)* Temporal stalk¬ 
ers can move just as fast as most chronomancers, and they never 
have to skx?p, so it is rare to outdistance them. 
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Tether Beast 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Demiplane of Time 

Rare 

Family 

Any 

Omnivorous 
Very (11) 

I 

Neutral evil 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 

MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1-3 

0 

12 

10+2 

11 

5 (four daws, one bite) 
2d6/2d6/2d6/2d6/2d4 
Breath weapon 

Hit only by +1 or better magical 

weapon 

25% 

H (20' long) 

Average (10) 

15,000 


The tether beast is often referred to as the dragon of the 
Demiplane of Time, but in fact if more close! v resembles a 
behir. It is long and snake-like, with four pairs of legs uneven¬ 
ly spaced along its body. The legs are much longer than a 
behir r s F but they ore normally kept tucked up dose to the 
body, giving the (sometimes fatal) illusion of the beast having 
a short reach, Its back and legs are covered with iridescent 
scales, and its underside features a softer, black skin. The head 
is reptilian with a short snout filled with dagger-like teeth. 
These creatures exist only on the Demi plane of Time. 

Combat: Tether beasts prefer to attack their intended victims 
from ambush if possible, but they attack even if they are the 
ones surprised—or if they're wounded, or being offered an 
appeasement, or if they're if hungry or full-* Basically, they are 
happy to attack anyone at any time for any reason—or even 
no reason at all- 

in combat, the creature continues to hold on to nearby life¬ 
lines with at least four daws while attacking with all of Its 
other four limbs, plus its savage bite. It can attack in any direc¬ 
tion it wishes with its claws, and the long reach of its arms 
puts it into melee range even against opponents armed with 
pofearms. For opponents who devise art attack method just 
out of reach, the tether beast grabs hold of the lifeline tightly 
with its back four claws and whips the entire upper half of its 
body out toward its intended victim, raking with all five 
attacks. A creature may try to force one of the beast's four life¬ 
line daws away from the lifeline. Whether or not it is success¬ 
ful, the only result is that the tether beast turns on that crea¬ 
ture with every attack, including an extra daw attack from the 
limb that the victim just freed 

Anytime after the first combat round r if the tether beast does 
not seem to be winning the engagement, it uses a breath weapon 
attack that has a range of 30 feet and can be directed against one 
creature only. The breath weapon appears to be composed of the 
mist-smoke of Demi plane of Time, but any creature it hits must 
save vs. death magic. A failure results in the character rapidly 
aging to the point that he crumbles into dust. A success means 
that the adv enturer only ages 20 years (check the maximum 
lifespan of the race to determine the effects), 

Tether beasts are smart enough to know that humans are excel¬ 



lent targets for this breath weapon, and they do not mind using it 
against them when possible, since the tether beasts seemingly can 
gain almost as much nourishment from the leftover pile of dust. 
This breath weapon can be used once every 10 rounds. 


Habitat/Society: A tether beast has no lair, l! is always on the 
move. These beasts frequently travel in pairs, and if a third 
beast is present, it is usually a young offspring of the two larg¬ 
er ones. The offspring has 6+1 Hit Dice and proportionately 
weaker abilities. 

The tether beast (or the largest of the group) stores treasure 
within several hidden pouches that can be found within the softer 
area of its underside. Large items of obvious value, or any magical 
item it might have, are dragged along in one daw. Tether beasts 
have a 10% chance of being able to use a magical item. Otherwise 
that claw is considered nomxsefui for attacks or movement. 

Though it is assumed that the tether beast can travel like 
Other creatures on the Demiplane of Time (by vyalkmg or float¬ 
ing along), it always crawls along the lifelines with at least 
four of its claws wrapped about one of the silver cables. Now 
and then, it seizes a lifeline in Its mouth and gnaws at it with 
its Vicious teeth, but no damage is known to be caused to the 
lifeline's possessor- Some adventurers that have been contact¬ 
ed by chronomancers about these incidents have reported that, 
at the time in question, they sensed a chilling effect, similar to 
the old saving of someone w alking across their grave, but no 
apparent physical harm was done to them or their lifeline, 


Ecology: The tether beast is far and away the fiercest hunter 
on the Demiptane of Time, It attacks and eats anything it hap¬ 
pens to come across, from tempsynth to temporal gliders, and 
apparently chronomancers rank high on the top of the list of 
their favorite foods. Nothing is known to attack it except 
adventurers. A tether beast that finds the silver mist trail of a 
Demiplane of Time traveler follows if until the trail disappears 
or the adventurer is found. 
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Thessalmonster 


CUMATE/TERKA1N; 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Thessal hydra 

Damp, dark places 

Rare 

Solitary 

Nocturnal 

Carnivore 

Low (5-7) 

Incidental 

Neutral 


Thessalmera 

Damp, dark places 
Very rare 
Solitary 
Nocturnal 
Carnivore 
Low (5-7) 

NiJ (Any) 

Neutral evil 


Hi ess algor go n 

Damp, dark places 

Very rare 

Soli tar v 

Nocturnal 

Carnivore 

Low (5-7) 

Nil (A) 

Neutral 


Thessal trice 

Damp, dark places 
Very rare 
Solitary 
Nocturnal 
Carnivore 
Low (5-7) 

Nil (D) 

Neutral 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT; 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAM AGE; ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 


1 

0 

12 

12 

9 

10 

ld6 (x8)/ldl2/ld2Q 
Poison, add 
Immune to add 


MAGIC RESISTANCE: Nil 
MORALE: Steadv (11-12) 

XP VALUE: 12,000 


1 

5/2/0 

12 

10 

11 

V to 11 

Id6^)/3d4/tdl2/2d4 
Add, fire, immobilization 
Regenerate, resist fire, 
immune to add and petri t 
Nil 

Steady (11-12) 

10,000 


1 

2 
12 
10 
11 
9 

IdG (x8)/2d6 
Poison, petrification 
Immune to add and 
petrification 
Nil 

Steady (11-12) 

9,000 ' 


1 

3 

n 

8 

13 

9 

ld& (x8)/ld10 
Poison, petrification 
Nil 


Nil 

Steady (11-12) 

8,000 


The thessal monsters are a family of hybrid monsters resem¬ 
bling hydras. There are four known types of thessa I monsters. 
The actual derivation of the name "thessal" is unknown. 
Legends suggest that the name thessal referred to a person or 
organization responsible for the creation of these monstrosi¬ 
ties, or the land where they were first encountered 
The original thessal monster is now extinct. It resembled 
the thessal hydra except that it lacked the fringe of serpen¬ 
tine heads, the thessalmonster was so genetically unstable 
that it was able to crossbreed with other monsters, such as 
hydras, gorgons, chimerae, and even the drastically smaller 
cockatrice, 

Thessal hydra 

The the&salhydra resembles an eight-headed hydra. It has a 
large, reptilian torso and tail measuring 30 feet long (8 feet tall 
at the shoulder). Eight serpentine heads surround a large, cir¬ 
cular mouth rimmed with fagged teeth. Each serpentine head 
and neck measures 6 feet long. At the end of the 18-foot-long 
tail is a pair of sharp pincers. 

Most of the shiny hide is a deep green. The undersides of 
the necks, torso, and tail are ocher yellow, Patches of reddish 
yellow hair cover the chest and upper forelegs. The eyes are 
dark red. 

Combat: The thessalhydra attacks with its serpentine heads. 
Each head attacks independently and bites for ld6 points of 
damage plus an additional ld6 points if the victim fails a sav¬ 
ing throw vs. poison. The main mouth bites for Id20 points of 
damage plus an additional ld20 points if the victim fails a sav¬ 
ing throw vs. poison. The tail pincer can grasp an opponent, 
deliver Id 12 points of damage, and deposit the victim in the 
mouth in the same round. Items placed in the central mouth 
must roll saving throws vs. acid and crushing blows each 
round until destroyed or removed, 

Once per day, the thessalhydra can spit out a gob of acidic 
saliva from its main mouth. This gob can cover a l2-foobdiam- 
eter curie at a range of 30 yards* Creatures struck by the add 
suffer 12d ft points of damage (half if a saving throw vs, poison 
is successful). 

Thessalhydrae are immune to all acids and acidic poisons. 

A fringe head can suffer 12 points of damage before it is sev¬ 


ered. Damage done to heads does not affect the overall hit 
points of the monster. Severed heads are regenerated in 12 
days. 

HabitatfSociety: Thessalhydrae prefer dark, damp settings, 
such as swamps, jungles, and subterranean lairs. They do not 
collect treasure. Such items as they possess are the remains of 
former meals that have somehow survived the chewing and 
arid of the monsters' digestive tracts, 

Ecology: Thessalhydrae are often confused with hydras. They 
prey upon their less intelligent kin and anything else edible 
thai wanders by. They may take advantage of their resem¬ 
blance to attack would-be hydra slavers. 

Their eggs are worth 7,500 gp and young are worth 12,000 
gp. The young can be chained in place to act as guardians 
for specific locations or set to roaming normally unused 
areas. 

Thessalmera 

The thessalmera is a hybrid of thessalhydra and chimera. It 
has the scaled, lizardlike body and pincer-dawed tail of the 
thessalhydra, six to eight snake I ike heads, a lioiVs head in the 
middle of the snake heads, and a red-dragon I ike head above 
these on the upper back. The Lion's head is covered in reddish 
gold hair. Patches of red-black hair cover the chest and upper 
forelegs. 

Combal: The snakelike heads cause ld6 points of damage per 
bite, plus Id6 per hit from the monster's acidic venom (half if 
a saving throw vs. poison Is successful). The thessalmera can¬ 
not spit acid. 

The Hon jaws' bite causes 3d4 points of damage. The pincer- 
like tail inflicts ld!2 points of damage on a hit and can grasp 
one man-sized or smaller opponent. Victims are held immobile 
and can escape with a successful open doors roll (U120, with a 
+5 bonus, one attempt per round). 

The dragon head biles for 2d4 points of damage or breathes 
fire up to six times. T he flame extends in a cone 5 feet wide at 
its mouth, widening to 50 feet at its maximum range of 20 feet. 
The flame causes 3d8 points of damage (half if saving throw' 
vs. breath weapon succeeds). 
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Thessalmonster 


The serpentine heads can be killed with \2 points of dam¬ 
age; harming these does not diminish the monster's overall hit 
points. The thossalmera is always controlled by the lion head 
unless this is damaged or destroyed, in which case the dragon 
head takes over. If that is destroyed, the thessalmera becomes 
a semi-intelligent, frenzied berserker,.fearlesslyand recklessly 
attacking everything within reach. When it is done, it retires to 
a cave to regrow its missing heads, 

Thessatmera regenerate 2 hit points every 24 hours. They 
are resistant to tire (+1 bonus to saving throws vs, heat and 
tire). They are immune to petrification and add. 

Habitat/Society: These fearsome creatures make their lairs in 
sw amps, jungles, and caverns They can endure extreme envi¬ 
ronments with impunity. 

Ecology: Tire cunning thessalmera is often found dose to soci¬ 
ety, where it can teed on Livestock and travelers under the 
cover of night It prefers human flesh to other meats 
Eggs are worth 8,000 gp. Young are worth 12,000 gp. The 
young can be chained in place to act as guardians for specific 
locations or set to roaming normally unused areas. 

Thessalgorgon 

The thessa Igor gun is a hybrid of a thes sal hydra and a gor- 
gim. U has the scaled, lizard like body of the thessal hydra, 
eight snakelike heads, and a bull's head in the middle of the 
snake heads. The entire body is covered in thick, metallic 
scales that arc a coppery green in color. A thatch of green- 
black hair covers the top of the bull s head, the chest, and 
upper forelegs. 

Combat: Faoh head attacks independently and bites fur Ido 
points of damage plus an additional ld6 points if the victim 
fails a saving throw vs poison, The main mouth bites for 2d6 
points of damage plus an additional 2d6 points if the victim 
fails a saving throw vs. poison 

Four times per day, the thessalgorgon can breathe out a cone 
of petrifying gas measuring 5 feet at the mouth, 6P feel long, 
and 20 feet wide at the end. Victims who fail their sav ing 
throws vs. petrification are immediately turned to stone. 

Hi cssal gorge ns are immune to petrification and all acids. 

A fringe head can suffer 12 points of damage before it is sev¬ 
ered. Damage done to heads does not affect the overall hit 
points of the monster. Severed heads are regenerated in 12 
days. 

Habitat/Sodety; These monsters prefer caves in wilderness 
regions. 

Ecology: The eggs are worth 7,000 gp and the young are worth 
10,000 gp. The young can be chained in place to act as 
guardians for specific locations ur set to roaming normally 
unused areas. 

Thessaltrice 

The thessaltrice is a hybrid uf a thessalhydra and a cockatrice. 
The eight fringe heads of the thessaltrire resemble the head 
and neck of a cockatrice- I he wattle, comb, eyes, and tongue 
are bright red. The green neck is covered with reddish gold 
feathers, t he reptilian torso and tail are deep green with a yel¬ 
low underbelly Tint 1 torso measures 12 feet long (6 feet at the 
shoulder), while tine tail is 8 feet long. Each cockatrice like head 
and neck measures 6 feet in length. 



Combat: The thessaltrice attacks with its circle of cockatrice- 
like heads. Each head can attack independently with a bite 
that causes ld6 points of damage plus an additional ld6 
points if the victim fails a saving throw vs. poison. The central 
mouth inflicts Id HI points of damage plus I dJO if the victim 
foils a saving throw vs. poison. Each head can attack indepen¬ 
dently, Fringe heads take 8 points of damage before they ate 
severed. Lost heads regenerate in If) days. Damage done to 
heads does not injure the body, 

Each head can. once per day, petrify a victim by touch. This 
petrification effect can extend into the Astral and Ethereal 
planes. 

Habitat/Sotiety: The thessaltrice prefers warm conditions, 
such as tropical swamps, jungles, and caverns. 

Ecology: Thessal trice treasure consists of the possessions of 
petrified victims. 

Die eggs arc worth 5,(100 gp and the young are worth 
10,000 gp. The young can be chained in place to act as 
guardians for specific locations or set to roaming normally 
unused areas. 
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Time Dimensional 


CL1MATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION* 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Common 

Demiplane of Time 
Very rare 

Solitary (see below) 
Any 

Special (see below) 
Highly (13-14) 

Nil 

Neutral 


Noble 

Demiplane of Time 
Very rare 

Solitary (see below) 
Any 

Special (see below) 
Genius (IK) 

Nil 

Neutral 


Royal 

Demi plane of Time 
Very rare 

Solitary (see below) 
Any 

Special (see below) 
Supra (19) 

Nil 

Neutral 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO, OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1 (see below) 

2 

See below 
12 or 16 
9 or 5 
i 

3d4 or 4d4 

See below 

+3 or better magical weapon to bit 
25% (9(1% in reality) 

S (3 diameter) 

Average (10) 

4,1X10 or 8,000 


1 (see below) 

2 

See below 
20 
1 
1 

5d4 

-t-3 or better magical weapon to hit 
25% (90% in reality I 
S [4' diameter) 

Average (10) 

12,000 


1 (see below) 

-5 

See below 
24 or 28 

1 

1 

6d4 or 7d4 

+3 or better magical weapon to hit 
25% (90% In reality) 

L {7 f diameter) 

Average [10) 

16,000 or 20,000 


There are three different varieties of time dimension a Is: the 
common, the noble, and the royal. Often misnamed as time ele- 
mentals, time dimensionals are intelligences composed entirely 
from the essence of time. They are one of the tew temporal crea¬ 
tures that can travel to reality. There, each appears as a cloud of 
fire, dust, or vapor. On the Demiplane of Time, each manifests 
as a translucent sphere of light silver energy, They pose one of 
the greaLesL hazards to travelers of the Demiplane of Time due 
to their incredible abilities. 

Time dimensional® seldom appear in reality, as the forward 
motion of time makes them uncomfortable. They much prefer hi 
roam about the neutral territory of the Demiplane of Time. 

Combat: Time dimensional® never attack unless attacked, in 
reality, they spray a fine, powdery substance at their attacker. 

On the Demiplane of Time, they simply lash ou t with pure tem¬ 
poral forces, doing no visible harm, but causing severe damage 
from the shock. Even temporal creatures are affected by this, 
though their magic resistance can negate the effect. 

In reality, dimensional® often slip in and out of time at will Since 
they are nonlinear creatures, they are able to double their lifelines 
(if they can be said to have such Ihingsl as often as they like (in 
theory, at least—they seem loathe to do so except in the most dire 
circumstances). In this way, they can bring versions of themselves 
from other times to help out, effectively adding I—1 copies of them¬ 
selves Ui the combat A hit on any one creature damages them all, 
though, so a dimensional typically brings in Us other selves, makes 
multiple attacks in a single round, and then vanishes. 

With its power to move through time, the dimensional can 
usually break off contact in reality at will, Chronomancers 
should realize what has happened, though, and they can track 
the creature to the Demiplane of Time if its wake in the mist- 
smoke can be followed, A time dimensional can move at a rate 
of 10 yards per round per Hit Die in reality or the Demiplane of 
Time, so It can likely get away 

Because of their nonlinear nature, time dimensional^ can even 
double themselves on the Demiplane of Time. If pressed, they 
can attempt to get away by slipping back into reality but any¬ 
one that thev would meet in the Demiplane of Time would like¬ 
ly be able to follow them back. Dimensional!- realize this, but 
they also realize that the number of times a humanoid can slip 
back and forth is usually limited, unlike the dimensional’s 
innate ability. They have been known to slip back and forth so 
often that no ehronomancer could possibly keep up. 

Chronumantic spells are useless within 30 yards of a dimen¬ 
sional, as it absorbs them like food. These spells cannot affect 


the dimensional at any range or reveal anything about it or its 
actions, unless otherwise noted in the spell's description. 

In reality a dimensional's magic resistance is 90%, as it is dif¬ 
ficult for an attacker to figure out exactly where in time a 
dimensional is long enough to attack it. On the Demiplane of 
Time, this drops to 25%, as time doesn't flow regularly there. 

Habitat/Society: Dimensional® exist at a level that can only be 
theorized. Any one exists at all times simultaneously, yet all ver¬ 
sions of it function throughout time independently A hero only 
meets up with one version initially, though. 

The dimensional® roam the Demiplane of lime, feeding off 
the momentum of time, and they stay away from most crea¬ 
tures, as well as other dimensionals. Turbulence attracts time 
dimensional®, since the disturbance to the times!ream causes 
easier feeding. For this reason, a dimensional is sometimes 
attracted to a ehronomancer and may even slip to reality to find 
him if the wizard s spells are creating enticing turbulence. 

Trying to communicate with a time dimensional is tricky. 

Even gaining their attention can be impossible. They recognize 
spoken words, but lend to ignore them. If a time dimensional 
speaks, it does so by manipulating time and drawing words 
from the listener's past. The hero hears fragmented sentences 
spoken in his own tongue. Some beings, usually chrono- 
mancers, have been known to cut deals with these difficult crea¬ 
tures, but usually at great cost and risk. 

Noble Time Dimensional 

Noble time dimension a Is can additionally casl a time stop (which can 
even affect common dimensions Is), age a creature by kill) years, 
cause a creature to grow younger by ld2G years, age nonliving veg¬ 
etable matter by llki20 years, age mineral material by IQdlOO years, 
and move up to four creatures from reaiitv into the Demiplane of 
Time and back at a time (subjects can save vs. spell if unwilling). 
Each power is usable once per round, at will, once per day. 

Royal Time Dimensional 

Royal dimemtonals are even more powerful than thoir brethren. 
They are said to rule the others, but no evidence has been brought 
forth to corroborate this, other than the fact that they can summon 
1-4 common (70%) or 1-2 noble time dimensional® (30%) once per 
day. Royals have die same powers as the nobles, but can use them 
each once per hour. Also, royals can use Arhci/s's mdee manager 
every round to get in more attacks if they like, Roval dimensional® 
can use temporal s Ml up to once per hour, creating a small area that 
exists between the ticks of a dock for one turn per Hit Die. 
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Tomb Tapper—Thaalud 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Any subterranean 
Very rare 
Clan 
Any 

See below 
High (13-14) 

Qx4 (special) 
Lawful neutral 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACG: 

NO. OF ATTACKS: 
DAM AGE/ATTACK: 
SPECIAL ATTACKS; 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

X.P. VALUE: 


1-12 

-2 

9, Br 1-4 
8 + 8 
13 

3 or 1 

4d6/4d6/1dl2+9or Idl2+6 
See below 
See below 
Nil 

H (15 -21' tall) 

Elite (16) 

8,000 


Thaalud appear as tall, naked, sexless, and hairless humanoids 
with very hard, smooth, blue-gray skin, daws that can dig 
through solid rock, and great toothed mouths in their bellies. 
Their smooth, featureless heads have earned them the nick¬ 
name "the faceless," 


Combat: Thaalud attack with iron-hard, long-fingered hands 
(4d6 damage each), and bend over or hurl themselves atop oppo¬ 
nents to bite with their abdominal mouths (which crush and tear 
armor, rock, flesh and bone alike, one bite doing Id 12 +9 dam¬ 
age). If they lack the room for such maneuvers, or don't want to 
close with opponents, they swing great hammers for id 12+6 
damage. Tappers can wield these weapons one-handed (-2 on 
attack rolls) and throw them with great accuracy (+2 to hit). 

Thaalud see by sonar (they emit inaudible high sound 
waves, which bounce back) accurate up to 440 feet even in 
darkness. This sense enables them to locate invisible creatures 
and objects and makes them immune vision-related spells 
(such phanUisma) force, color spray, and hypnotic pattern). They 
communicate by means of humming sounds created by skin 
vibration (this language is partially understood by mind flay¬ 
ers) and by a limited telepathy (12Q~foot range, no mind read¬ 
ing or attacks possible from either end). Tappers can detect 
magic at will and can animate rock (as the 7th level priest spell, 
affecting up to 9 cubic feet of rock for 1J4-2 rounds; deter¬ 
mine duration randomly each time used) once every 12 turns. 

Tomb tappers are immune to enchantment/charm spells and 
fire- and cold-based attacks of all sorts. Electrical attacks do them 
half (ii the save is made, no) damage. They save vs. petrification 
at -2. A tomb tapper turns to stone 1-2 rounds after dying. 

Habitat/Society: Tomb tappers get their name from their habit of 
burrowing up from the depths to plunder tombs, temples, and 
wizards' towers in search of magical items, which they carry off. 
They usually trv to seize magical items from encountered beings* 

Magic is sacred to thaalud; they never use any magical items, 
but protect and venerate them. Tappers spend their long lives in 
an eternal search for the source of all magic, which they believe 
lies hidden somewhere deep in the earth. They are somewhat in 
awe of earth elemental, believing them to be created at this 
mysterious source, and are reluctant to attack them. 

Thaalud keep as common treasure (owned by the dan as a 
whole) all magical items, and guard these watchfully As person¬ 



al treasure they keep pretty rocks (but nut gems, which are dull 
when uncut) such as quartz, jade, agate, and amethyst. These are 
stored in caverns of gfiKimx fc. in the utter depths. (Glow rock is a 
stone that gives off a natural amber or lime-green faerie fire , It is 
harmless and useful as a light source but too soft to carve. It is 
often present in radiation-strong areas of the Underdark, glow¬ 
ing brightly when exposed to such radiation—but is not itself a 
radiation source. Tomb tappers don't need it as a light source, 
but seem to sense and enjoy the glow nonetheless.) 

Ecology: Tomb tappers are not natural creatures. Their existence 
has been traced back to the very beginning of the Shadowed Age 
of Netheril, when a group of powerful wizards created them to 
seek out the source of the drain on magic that was beginning to 
reach across Netheril. This is supported by their faceless heads 
(suggesting they have been changed from a humanoid norm) 
and by their spell immunities (suggesting they w ere created to 
fight the phaenmm). Tapper beliefs indicate they know magic 
has power over them. Some, including El mins ter, think thaalud 
were originally made from ruck animated in human form. This 
view is supported by their turning to stone at death. 

Thaalud skin varies in porosity at w ill; through it, tappers 
take m needed water. Their gigantic jaws can crush rock, from 
which thaalud extract mineral sustenance. They also digest 
iron from blood and bone marrow if such become available, 
but do not hunt to eat 

Thaalud customarily wield great hammers of amiite, an 
alloy derived from magma (the exact composition is secret). 
These hammers are 10 feet or more long, heavy, harder than 
most rock, and very durable. Tappers can dig through rock 
with their daws, but use their hammers to split rock when a 
smooth surface Is desired. 

Thaalud are naturally long-lived and form regional dans. It is 
not known whether they have young or give birth; no children or 
pregnant thaalud have ever been seen. Even who leads a don is 
not known, although thaalud make and keep dea ls with other 
beings, and hence are assumed to respect rules and authority. 

Thaalud wall aid svirtneblins and dwarves, w hose magic they 
leave unmolested. They have no interest in drow cloaks, boots, 
and other items that resemble magic because of Underdark 
radiations and not true dweomers, Thaalud hate umber hulks, 
sometimes enslaving them from birth, mutually ignore xom. 
dislike duergar and drow, and are bitter foes of illithids and 
phaerimm, who have slain more than a few thaalud. 
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llndead Dragon Slayer 


CUM ATE/TERR AIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Any (Jo's Blood islands) 

Very rare 

Solitary 

Any 

Nil 

High to genius (13-18) 
Nil 

Varies 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAMAGE/ ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1 or 1-4 

0 (-1, -2, or vs. dragons) 
12 

9, 10, or 13 U 0-sided dice) 

11, 10, or 9 

3/2 

By weapon 
See below 
See below 

60 % 

M (6'-7 J tall) 

Fearless (19) 

7,000 


An undead dragon slayer is a horrifying 
creature returned from death to 
destroy dragons, Tile undead ^ 

dragon slayer has a skeletal vis¬ 
age, rot led flesh, and dead, hol¬ 
low eyes. Most stand between six 
and seven feet tall, and weigh 
around 230 pounds in armor The 
armor is specially crafted plate mail, with 
a dragon-scale design and dragon-shaped 
helm. Now battered and beaten, it glows 
with supernatural color—inspired by 
the dragon type the slayer hates most 
Undead dragon slayers are of neutral 
or evil alignment. 

With a voice as cold as the dead and as 
deep as a grave, an undead dragon slay¬ 
er speaks its native tongue, as well as 
the languages of dragons. 


Combat: Tire undead dragon slayer 
retains the fighting skills it had in life, and 
gains more from its undead nature, Undead 
dragon slayers are immune to the effects of 
dragon fear, and lake either lialf or no damage 
ti they make a successful saving throw vs. breath 
weapon. They can! be turned by denes, but are 
driven away by the holy word spell. 

Their special armor provides a base Armor Class 
0. Against dragons, this improves to -1. -2, or-3, 
depending on the Hit Dice of the slayer. The slayer's 
THACO improves from 11 at 9 Hit Dice to 10 at 10 HD 
and to 9 at 11 HD. 

Undead dragon slayers use long swords (80% Likely) or 
two-handed swords (20% likely). This weapon functions as a 
sword +2, dragon slayer in the slayer's hands, and the slaver 
can attack three times in every two combat rounds 
Supernatural strength gives them an attack bonus of +5 against 
dragons and a damage bonus of +15, +16, or +17, depending on 
the slaver's Hit Dice (against nondragons, the bonuses arc +3 to 
hit and +6 damage). Undead dragon slayers know five of the fol¬ 
lowing special attack forms; breath shot, breach attack* dodge attack, 
double damage, great blow, weapon throw , and wing attack. 



Breath Stum Aimed at the gullet this attack (at a —i penalty) 
disables die breath weapon. Besides the damage, the breath 
weapon is disabled for t round per point of damage inflicted. 

Breach Attack: The slayer must be facing the dragon's under¬ 
belly (neck to abdomen}, spend a round without attacking, and 
make an Intelligence check. This gives the slayer's next attack 
roll a +6 bonus, +2 if the Intelligence check is failed, Breach 
attacks can be combined with double damage. 

Dazzle: Twirling a weapon confuses the dragon xind prevents it 
from casting spells or using innate magical powers by disrupting 
the its ability to concentrate. 

Dodge Attack: A combination of evasion and attack In one 
round, this requires a successful Dexterity check. The slayer 
receives a 4-point Armor Class bonus, a +2 to saving throws vs. 
breath weapon, and an attack roll bonus of +2. 

Double Damage: On a successful attack roll the base damage 
inflicted by the weapon is doubled; other bonuses for magic. 
Strength, etc,, are added normally Double damage can be com¬ 
bined with a breach attack if boLh techniques are known. 

Great Blow: Tins attack uses everything a slayer has and can be 
aimed at any part of the dragon's body, A slayer expends hit 
points and receives a -4 penalty If successful, the dragon takes 
normal damage for the attack phis as many more lilt points as 
the slayer expended 

Weapon Throw: The slayer hurls Iris primary weapon at the 
dragon. Ranges and attack penalties are: short 15 feet, -2; 
medium 30 feet, -4; long 45 feet, -h. Damage is deter¬ 
mined normally. No other special attack cart be used 
with this one. 

Whig Attack: Aimed at the wing muscles, this 
attack (at -3) inflicts normal damage and keeps 
the dragon from flying for 1 round per point 
k of damage inflicted. 

Habitat/Society: Most undead dragon 
. slayers are called back from the grave 
IK by necromantic magic Though it 
BgK retains its own mind and agenda, 
JpSjlbv it must obey the commands of 
^ % the summoner—at least until its 
task is complete or it somehow 
gpL wins its freedom. A small number of 
§&%: dragon slayers actually will them- 

B§*> selves back from the dead. These 
BKjg^A individuals have the utmost 

• faith in their cause, an undy¬ 
ing haired of dragons, and a 
supematurally strong will. All 
dragon slayers are driven to 
destroy dragons and those who 
would offer aid to them, An undead 
dragon slayer might be found in the com¬ 
pany of skeleton warriors. 

Ecology: In the COUNCIL or Wyrms setting, 
undead dragon slayers were members of the 
vast army of human warriors who invaded 
the Id’s Blood isles in ages post. Any slayer 
of 9th level or greater who died before his 
holy task was finished might rise as an undead warrior. 

Many died on the Weeping Plains of Exa union Is land 

While a slayer does nol need La eat. it must slay dragons to 
replenish its energy. Killing a dragon provides enough energy for 
one month per Hit Die the dragon had. A slayer failing to replen¬ 
ish its energy within one week of the moment its last meal fades 
loses strength and must return to the sleep of the dead. 



Unicorn, Black 


CU MATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE. 

ALIGNMENT: 


Forests, plains 

Very rare 

Solitary 

Night 

Carnivore 

High (13—14) 

Nil 

Chaotic evil 


NO, APPEARING: 
ARMOR CLASS: 
MOVEMENT; 

HIT DICE: 

THACO; 

NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE; 
SIZE: 

MORALE: 

XF VALUE: 


1-4 

3 
24 

4 + 4 
15 

4 

Id6,/ld6/ld4/lctl2 

Charge, cause light wounds 

Teleport 

Nil 

L 

Elite (141 
975 


Black unicorns resemble their white relatives, but they are 
twisted and evil. They are coal-dark creatures sporting silky 
black manes and burning red eyes* With their boms long and 
spiraled, chased with silver, they are quite beautiful Male 
black unicorns are bearded. The females are more slender than 
the males, but retain a heavy musculature. 

Highly intelligent black unicorns can be taught to speak 
Comm tin, and there are rumors that some evil wizards are try¬ 
ing to teach them spells with purely v erbal components. 

Combat: Although black unicorns do not have the white uni* 
corns' ability to move silently or sense the presence of ene¬ 
mies, they are never surprised and fight in battle with front 
hooves and born, biting with sharp-edged teeth, A black uni- 
corn's horn does rmt have any attack roll bonus. Like w hite 
unicorns, black unicorns can charge to the attack. If a black 
unicorn moves at least 30 feet over open ground, its horn can 
strike for 3d 12 paints of piercing damage. The unicorn cannot 
attack with its front hooves in the round it charges, 

Black unicorns can cause light wounds three times a day and 
can instantly teleport Without error once a day. To cause 
wounds, the unicorn must touch its opponent, and this may be 
used m conjunction with a horn attack, Tile teleport includes 
only the unicorn itself and not its rider—such riders often find 
themselves abandoned in the midst of bad combat situations 
by their chaotic mounts. 

Habitat/Society; Black unicorns allow themselves to he rid¬ 
den only by human or drenv females of evil alignment. 

Evilly-aligned females must petition a suitable unicorn; if the 
female is acceptable, the unicorn will serve. If not, «t immedi¬ 
ately attacks the supplicant, making (he approach somewhat 
hazardous. 

Despite their success and usefulness in combat, black uni¬ 
corns are fickle and chaotic, mostly concerned with their own 
safety rather than that of their riders or companions, It is not 
at all unusual for a black unicorn to flee combat when the tide 
turns against it, dislodging a rider or teleporting away by itself 
and leaving others to tend for themselves. 



In the Forgotten Realms' setting, most black unicorns are 
kept as pets by Red Wizards of Thav or serve in the T havan 
military, A few wild specimens have escaped* however* and 
some small herds roam Thay and its vicinity. These herds are 
dominated by their strongest member, mate or female They 
appear to inflict pain and suffering on those around them for 
the sheer joy of it. They are especially fond ot attacking horses 
and normal unicorns, which they passionately hate* 

Ecology: These foul creatures were created by the Red Wizards 
of Thay, who fused the blood of Linar ri and Other evil crea¬ 
tures with that of ordinary unicorns* creating a hateful, 
demented creature that lives for violence and combat. Black 
unicorns arc carnivores especially fond of the flesh of humans* 
elves* horses* and ordinary unicorns. Now, many are kepi as 
pets by the Red Wizards, and black unicorns have become a 
mainstay of the I ha van military. In spite of their unrulmess as 
mounts, they serve in large numbers. Several major units of 
black unicorns and evil-aligned female riders serve the /ulkirs 
of Thay. For example, the Sisters of Cvnc, a prominent regi¬ 
ment sworn to serve the Zulkir Aznar Thru!, consists of evil 
female priestesses of Cyric mounted on black uni corns. 

The horn of a black unicorn is highly prized- Powdered, it 
can be used to create a potent poison equivalent to a Type N 
contact poison (onset time I round, Death/23 D MG Table 
31). If the horn is fixed to a lance and wielded in a charge, a 
mounted warrior inflicts the black unicorn charge damage 
(3dI2 points of damage). 
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CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Careen 
Common 
Pa ck 
Night 
Carnivore 
Average ( 8-10) 
Nil (A) 

Neutral evil 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAM AGE/ ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE- 
MORALE: 

XP VALUE: 


1 (2-8 in Career!) 

3 
15 

4 + 2 
17 

2 

Id8/ld4 

Poison, burrowing tentacle 

Nil 

m 

L (8 r long) 

Steady (11-12) 

975 


The evil vaaths are known throughout the planes as relentless, 
vicious killers. These blood thirsty, intelligent terrors like to 
inflict pain and misery as well as kill. 

A horrible amalgamation of insect and reptile, the vaath s long 
body is covered with dark scales, while its head is protected by a 
hard black carapace. Long white teeth drip venomous saliva as 
they protrude from its oversized, lipless mouth. The snout is 
whip like, the narrows lifted eves peek out from under its chiti- 
nous head-shell A small, almost tongue like tentacle lurks in a cav¬ 
ity just behind the beast's mouth. The body is sleek and muscular, 
able to make quick dashes or keep up an enduring, tireless pace. 

Vaaths use a limited series of hisses, growls, and barks to 
communicate. It is a crude language, impossible to understand 
or speak without magical aid. 

Combat: The bite of the vauth inflicts Ids points of damage; 
further, its venom kills anyone bitten who falls a saving throw 
vs, poison (onset time ld4+l rounds). If the vaath has time to 
play with Us prey rather than killing ft quickly, it restrains 
itself from using the poisonous bite. Instead, it protrudes the 
writhing appendage from below its mouth. 

This tentacle, capped by a sphincter like mouth, shoots out, 
stretching as far as 10 feet. The titty mouth bites foes, inflicting 
ld4 points of damage, A victim struck by this attack must make 
a Strength check to pull away or lhe vicious mouth tears into 
the hapless victim with terrifying speed, pulling the extended 
tentacle behind it. This attack automatically inflicts 1d4 points 
of damage per round. After ld4+2 rounds, die burrowing 
mouth reaches the base of the victim's skull severing the skull 
from the spine. A victim who is still alive at this point can no 
longer move from the neck down. Death comes ld6+4 rounds 
later, but the vaath takes full advantage of this time to torment 
the dy ing victim. While the vaath's victim can no longer feel 
any tiling, the evil fiend takes delight in tearing the body apart 
as the victim watches, helpless. 

During the burrowing, only' the death of the vaath will save 
the victim from having his spine snapped. After the severing, 
only timely magical healing can save the victim's life. 
Additional magical healing is required to restore mobility 

This mode of attack is so ghastly and horrible that anyone 
witnessing it must make a Wisdom check or be stunned for 
I d.3 rounds in utter horror. Any victim of the burrowing and 
subsequent paralyzation who is rescued before death must 



make a saving throw vs. death magic or lose one point of 
Wisdom as his sanity is shaken to its core. 

Note ; For monsters without Strength or Wisdom ability 
scores, substitute a saving throw vs. paralysis with a +2 bonus; 
a roll of 1 fails regardless of adjustments, TTie DM OftiqN: 
High Level Campaigns book has an optional method tor gener¬ 
ating suitable monster scores. 


Habitat/Society: Vaaths live in the jungles of Cathrys, the 
fourth layer of Carceri, terrorizing the layer's few inhabitants. 
Their evil is pure and wholly detestable. These creatures can¬ 
not be reasoned with, nor do they show mercy. Even the most 
powerful of gehreleths move through vaalh-infested areas 
with caution. While even some of the lesser fiends of the 
Lower Planes could certainly defeat a vaath in battle, the 
threat of what the creature enjoys doing to its victims inspires 
fear and loathing In all who know of its existence. 

Vaaths roam in packs, but keep individual lairs—tiny, 
cleared spaces beneath the thick, dark jungle growth. They 
Often collect as trophies the belongings of intelligent creatures 
they have killed. Vaaths sometimes refrain from eating small 
portions of their victims, such as a hand, a head, or an eye, 
and save these as trophies too. 

The acting pack leader is always a female vaath, for the 
females are usually the more intelligent {and insidious rather 
Lhan savage) of the species. Most of Ihe time, however, no 
leadership is required. The vaath pack's course of action is 
clear: Hound the prey until it falls, and torture it until it dies, 

Vaaths greatly desire to he summoned, and don't mind 
being subjugated by others, as long as they are taken to a 
greater selection of victims, They happily work for powerful 
fiends as guards, torturers, or even pets, as long as they tire 
well fed and allowed to partake of their evil pleasures. 

Ecology: Vaaths are found almost exclusively on the layer of 
Careen known as Cathrys, and appear on the Prime Material 
Plane only as the result of an arcane magical ritual. For many 
years, it was believed that vaaths actually led upon the fear 
and suffering of others. The idea that the monster acted out of 
a basic need, something akin to hunger, somehow softened the 
repulsion of its deeds. This optimistic theory was dispelled a 
few years ago—the horrific vaath simply,, are. 
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Vortex Spider 


CUM ATE/TER RAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT 
HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE; 

MORALE: 

XP VALUE; 


Demipiane of Time 

Uncommon 

Solitary 

Any 

Carnivore 
Average (8) 

Nil (E) 

Neutral 


1-4 

4 

9 (IS in web) 

7 + 4 
13 
1 

2d4 

Poison* web 

Chameleon ability in web 
15% 

Large (12 r long) 

Average (10) 

2,700 


Vortex spiders have the basic shape of the phase spider, from 
which they evolved, but the similarities between the two 
species end there. Vortex spiders are covered with a thin chi tin 
that is Hue-gray in color but with several patches of a dull 
waxy color and texture. They are only seen m this fashion, 
though, when forced out of their natural habitat for some rea¬ 
son- Theh color can change to blend in with their web when 
they are skittering about its edges or even resting within the 
central tangle of its magical strands. 

Combat: The webbing of a vortex spider is completely invisi¬ 
ble amidst the misl-smoke of the DemjpJane of Time, and it is 
made resilient with pure temporal energy* spun from the mist- 
smoke that permeates the entire pseudo-plane. As such, it is 
detectable by a detect temporal anomaly spell, and to the caster 
of such a spell, it stands out sharply, even against the consider¬ 
able background turbulence of a vortex. 

The web usually spans a diameter of up to 50 feet, making it 
too small to fit entirely across any but the smallest vortices. 
Most often it can be found spread across a section of the vor¬ 
tex's wall. Once the web has been spun, the spider hides in 
one comer of it, its chameleon like ability to alter its coloration 
to match that of the surrounding mist-smoke making it invisi¬ 
ble to anyone who tails a saving throw vs. rod/staff/wand. 

While a vortex is the most common place to find a vortex 
spider (thus the obvious source of the name), they can some¬ 
times be found stringing their web among the lifelines of the 
Demi plane of Time ns well- They are less commonly encoun¬ 
tered here, though, due to the vastness of the times (ream. One 
reason the spiders lend to stick to the vortices is that these are 
so heavily traveled. Another is that the swirling mist-smoke 
makes it even harder for a traveler to spot the spider s web* If 
the web is spun within a vortex, the save needed to spot the 
spider in it is made at -4, Another reason for Ihe spider to 
make its home in a vortex is Us ability to travel straight up and 
down the vortex sides, an option most creatures do not have* 
The webbing is not adhesive in the way normal spider webs 
are, but any creature which touches it suffers from an effect 
similar to a shiv spell, since time around them has been 
warped to move slower. Since this is different from a normal 
>hnv spell, the chrommancer immunity to chronomantie spells 
does not apply here. A bite from the spider causes only a small 


\ 

A: 



amount of damage, but the poison must be saved against at a 
-2* The poison causes instant death, and those who successful¬ 
ly save vs* poison still take 2U points of damage 


Habitat/Society: The vortex spider can create a home for itself 
anywhere on the Demiplane of Time, but it prefers to spin its 
web in a vortex. It traps other creatures for food, such as tem¬ 
poral dogs, small temporal gliders, and unwary time travelers. 
While it may be slow intellectually, the spider is not stupid, 
and it ignores large gliders or oilier creatures that are simply 
too big to net. If a tether beast manages to wander into a vor¬ 
tex spider's webbing, the spider immediately takes off for 
parts unknown and seeks out a new home. Finding an empty 
web is uncommon, though, since the enchanted strands quick¬ 
ly disintegrate without the vortex spider's constant upkeep. 

One corner of the vortex spider's webbing contains the 
remains of victims as well as their possessions. The spider 
likes to hide this section away from prying ev es, as humans 
who see the pile of bones and treasure should immediately 
realize just how much danger they might be fn. Still, the spi¬ 
der knows the value of these trinkets, although it has little use 
for them personally. It is cunning enough to sometimes place 
an in teres ting- looking item or two in pact of the web easily 
visible from the vortex's wall More than one unwary adven¬ 
turer has grabbed at such obvious bait, only to find himself 
outmatched by the web's devious owner. 

Ecology: Vortex spiders evolved from the phase spider, and 
they can exist only on the Demiplane of Time. Some wizards 
have theorized that the origin of this rather unique species is 
rooted in a temporal accident in the far past. A colony of phase 
spiders must have been caught tip in the eye of an impending 
times term while phasing, trapping them in die Demi plane of 
Time. Once they found themselves on this pseudo-plane, they 
carved out a niche for themsel ves in Lhe local frxxd chain and 
managed not only to adapt, buttn survive and thrive. 



Web, Living 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 

Living 

Caverns, ruins 
Very rare 

Pack 

Any 

Carnivorous 
Semi (2-4) 

Nil 

Neutral 

Memory 

Caverns, ruins 

Very rare 

Solitary 

Any 

Carnivorous 

Verv 014L2) 

Nil" 

Neutral 

NO. APPEARING: 

1-8 

i 

ARMOR CLASS: 

9 

2 

MOVEMENT: 

6 

3 (leap 18) 

HIT DICE: 

H tO 6 

6 

THACO: 

to 2 HD; 19 

3-4 HD; 17 

5-6 HD: 15 

15 

NO OF ATTACKS: 

1 

t 

DAMAGE/ATTACK: 

See below 

ld6 

SPECIAL ATTACKS: 

Lightning 

Nil 

SPECIAL DEFENSES: 

See below 

Half damage from 
nonmagical 
weapons or fire 

MAGIC RESISTANCE: 

Nil 

Nil 

SIZE: 

S (1-7') 

See below 

MORALE: 

Average (9-10) 

Elite (13-14) 

XP VALUE: 

650 to 2,000 

3000 


I iving webs, also known as carnivorous uvbs or duteep, am 
omnivores that mam subterranean caverns and deserted ruins. 

These small amorphous creatures resemble thick gray sheets, 
strands, and filaments of dusty cobwebbing. They tack visible 
sensory organs and specialized body parts. They appear to con¬ 
sist of colonies of microscopic, identical cells. 

Combat: The touch of a living web delivers an electrical shock. 
This attack causes a minimum of 1 d4 points of damage Webs 
of 3 to 5 Hit Dice inflict ld6 points of damage while those of 6 
[Hit Dice inflict 2d4 points of damage. 

Living webs can fire & miniature figln?tm$ bait (20 yard 
range, 3d4 points of damage) up to twice per turn. Living 
webs with less than 9 hit points can fire only one lightning boil 
per turn. All web fragments have this power, thus a living web 
cut in two can fire four such bolts per turn. 

Living webs absorb all electrical energy* wh ether natural or 
magical and permanently gain 1 Hit Die for each 8 hit points 
of electricity absorbed. Such energy causes the web to visibly 
grow. 

They are unaffected by fire, water, heat, and cold attacks. 
Blows from edged weapons inflict full damage upon these 
creatures; such blows divide them into two smaller wisps. Each 
has half the parent's remaining hit points and will continue to 
advance on the prey. Blunt weapons cause only half damage as 
the living web stretches to absorb the damage without tearing. 
Note that separation occurs only as a result of an opponent's 
attack or an accident living webs cannot voluntarily divide. 

Living webs attack instinctively; they are unaffected by fear, 
repulsion, or similar spells. 

Habitat/Sodetyi These creatures are nomadic omnivores that 
perpetually roam subterranean and wilderness areas. They 
prefer locations such as caverns and ruins, places full of nor¬ 
ma! webs that living webs can hide among. They spend their 
lives in endless search of plant life, carrion, and live prey. 
Ingested matter is converted into the electrical energy they use 
for movement and attacks. 



Despite a lack of visible sensory organs, the living web can 
sense vibrations, variations in heat, and the presence of other 
living webs. Such senses have a maximum range of 90 feet. 
They seem to flow over surfaces, moving like caterpillars on 
millions of tiny filaments. Tine filaments can fuse together into 
a larger, denser mass, Living webs can climb walls and ceil¬ 
ings of any material. They never slip, and they grasp a surface 
so strongly that they cannot be removed by any physical or 
magical attack that fails to slay them. 

Though living webs move and act independently, they sense 
the direction and size of other living Webs within 90 feet. If a 
living web detects another web with less than 9 hit points, it 
attempts to join together with the weaker web. M successful, it 
adds the hit points and Hit Dice to its own total, up to a maxi¬ 
mum total of 6 Hit Dice, 

Ha hi tat/Society: Living webs are useful for their role in killing 
vermin. They may be caught and used for guards in normally 
unused section of habitats and caverns. 

Memory Web 

This creature is a mass of fibers resembling Lhose created by a 
wch spell; it has similar but not identical attributes. It can hide 
by compressing itself into a tight ball. It attacks by leaping up 
to ISO feet, spreading out into a circular web 20 feet in diame¬ 
ter. The web does not need anchor points. Anyone caught by 
the memory web has the same chance of breaking free as if 
escaping a normal web. As the web constricts, enwrapped 
creatures suffer U16 points of damage per round until they 
escape, die, or the web is destroyed, A memory web suffers 
only half damage from nonmagical weapons or fire. 

Memories of slain victims are absorbed by the memory web. 
It the web is destroyed, it will emit all the memories gained 
during the previous day in the form of a telepathic shock 
Wave. The memories lodge in the minds of all creatures up to 
200 feet from Ihe web and take the form of dreamlike recollec¬ 
tions. Some details w ill be clear, others beyond recall, 


I 17 




Weredragon 


CUMATF/FERRArN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Any Kind, usually urban 

Very rare 

Solitary 

Any 

Special 

Exceptional (15-16) 
Special 

Chaotic, neutral or goad 


NO* APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACG: 

NO. OF A1TACK5: 
DAMACE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XF VALUE: 


I 

1 (base) 

9, FI 30 CC>, Ip T 
13 (base) 

9 

3 (Human: 1) 

1 Jfr/ld6/4d6 (Human: By weapon) 

Special 

variable 

variable 

M (human) or 11 (2-T base) 

Fanatic (17 base) 

Variable 


Wereriragpns, as many folk tales attest, are beautiful human 
women transformed into dragons—or, more accurately, a race of 
dragon kind that can assume female human form whenever they 
desire* Weredragons usually live among humankind, revealing 
their dragon forms only in times of personal peril or great crisis. 

In human form, a weredragon appears as a healthy human 
female about 20 to 30 years of age, with a charisma of lh or more. 
In dragon form, a weredragon is slim and splendid, usually irides¬ 
cent blue and silver in hue. and resembles a copper dragon in 
shape* In either form, a weredragon possesses 60-foot infravision. 
has true seeing up to 13 feet away, and can use tongues at will, all 
bom birth. A weredragon retains her full knowledge and aware¬ 
ness in either form, and most are consummate actors, so that 
humans are usually unaware of the weredragon's true nature. 

Combat: Weredragoas strike quickly and mercilessly with their 
ra^nr-sharp claws and tend to sing joyously as they fight 
(although they can be silent if noise would endanger allies or the 
success of their own attack). In human form, weredragons prefer 
to use slashing edged weapons. In either form, a weredragon can 
employ her spells and special abilities, although use of her breath 
weapon will force an accompanying change in form 

A change from one form to another takes a short time: one round 
from human to dragon form, and two muncis for dragon to human 
form. During this transformation, a weredragon cannot move 
(except to fall) and can only employ spells or her breath weapon: 
other actions and attacks are impossible. Such a shapechange rends 
all known bonds, prisons, clothing, and other confinements, with¬ 
out harm to the weredragon. There is no known limit to the number 
of times a weredragon may change form in a given time, nor is 
there any known magical means of preventing the change in form. 



nas one 


Breath Weapon/Special Abilities A 

breath weapon: a cloud of supercharged, arcing jjas 30 feet long, 
20 feet wide, and 20 feet high Creatures caught in the gas must 
save vs. breath weapon to escape with half damage, or suffer the 


cloud's full electrical effects. 

A weredragon casts spells and wields her magical abilities at 9th 
level plus her combat modifier, 

From birth, a weredragon can cast light and darkness. 15' ratlins 
(once each every o turns) and is Immune to electrical attacks As 
they age, weredragons gain die following additional powers: 
Young, feather fail twice a day; Juvenile, blink twice a day; Young 
Adult, protection from normal missiles once a day; Adult, Iriepnrf 
once a day; Mature Adult, heal once a day; Old, lonll of force twice a 
day; Very Old, reverse gravity once a day; Wyrm, polymorph any 
object twice per day; Great Wym\ plane sfnff once per day. In all 
cases, o weredragon can affect other beings with the benefits or 
effects of these powers by touch. Weredragons are immune to all 
natural venoms and toxins. 


Habitat/Society: Much of the history' of weredragons as a race 
remains mysterious. Weredragons tend not to consort with others 
of their own kind and prefer dwelling in cities or courts to wilder¬ 
ness solitude. They delight in beguiling evil and rapacious men in 
human form, taking them as suitors or husbands, and then slaying 
them while in dragon form. Ifi this way, many a weredragon has 
amassed great treasure* Unlike most other dragons, however, 
weredragons delight in the gaining of treasure, not in having it 
Weredragons often serve or cooperate with good mages. Harpers, 
and groups and individuals with similar aims or opportunities to 
preserve, renew, and protect the land* 

Ecology: Weredragons are fertile in both human and dragon form 
They are always female, and their offspring are always other 
weredragons. Their name ii> a misnomer; their natural condition is 
not the cursed lycanthropy that afflicts other were-creatures. A 
weredragon cannot be "cured" of her abilities nor transmit them 
to other creatures by bite or any means. 

Weredragons can eat all plant and animal life. 






lire 4th 

Spell* Wizard/ 

Magic 

xp 

Age 

«Q(tv LgU') 

Tail Ljftn 

Armor Class 

Weapon 

Fries* 

Resistance 

Value 

I 

1-5 

14 

4 

2dM 

Nil 

Nil 

1,400 

2 

3-14 

4-12 

3 

4ds+2 

Nil 

Nil 

2,000 

3 

14-23 

12-11 

*> 

6d6%3 

Nil 

Nil 

4.000 

4 

23-32 

2I-2S 

I 

fldfe+4 

1/0 

Nil 

6,000 

ft 

32-41 

2ft-3b 

0 

10dftt5 

2/0 

0% 

3,000 

6 

41-50 

3W3 

-l 

T2d6+fp 

3/0 

15% 

10,000 

7 

f3n-54 

45-54 

-2 

l4d£n-7 

3 I/O 

20% 

ll r 00tl 

ft 

5*M>8 

54-t?2 

-3 


3 2/1 

23% 

12,000 

9 

68-77 

&2-7B 

4 

18d6+9 

3 3/2 

30% 

14,000 

LD 

77-$6 

70-73 

-6 

2tkifa+l0 

331/3 

35% 

16,000 

II 

fft-95 


HI 

22dt6Hl 

3 3 2/3 2 

40% 

17,000 

12 

¥5-104 

$5-94 

-7 

24dM2 

3 321^3 3 

45% 

18,000 
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CUM ATE/TERR A IN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 


Any /Zhenta rim-con trolled areas 

Very rare 

Solitary 

Night 

Nil 


INTELLIGENCE: High (13-14) 

TREASURE: Nil 

ALIGNMENT: Any evil 


NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 


MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1 

-2 

pF 12 (O 

7 

13 

I 

IdS 

Hit point drain, ttitigic jar 

-+1 or better magical weapon to hit, 

spell immunities- invisible and 

non corporeal at will 

Nil 

VI p'-fi' tall) 

Fanatic (17-18) 

6/000 


A Zhentarim spirit is the essence of a Zhentarim wizard who 
met with a horrible death at the hand* of his or her enemies or 
treacherous comrades. The spirit of the wizard is extremely 
vengeful and by sheer force of will is remaining on the Prime 
Material Plane until a task is complete or until it takes revenge 
on those Who slew it. Zhentarim spirits are extremely rare, and 
only the death of a wizard who is greater than 14th level and 
possessing exceptional Wisdom can bring about the creation of 
one of these spiteful spirits. 

Zhentarim spirits are semitransparent spirits that look some¬ 
what like spectres, and those who confuse the two often end 
up dead. These spirits appear as they did at the time of their 
deaths, bearing their fatal wounds. 

Combat: Zhentarim spirits can no longer cast spells of any 
kind, but can converse with Prime Material beings in the lan¬ 
guages they knew in life. Zhentarim spirits are not undead in 
the normal sense of the Word-—that is, they are not affected by 
holy water, cannot be turned, and are not connected to the 
Negative Energy Plane. They are simply being held to the 
Prime Material Plane by their indomitable willpower, refusing 
to go to their final rest (or judgment) until Iheir killers have 
been dealt with- A Zhentarim spirit can become invisible and 
noncorporeal at will, but must materialize to attack 

Zhentarim spirits primarily target their killers. Tine attack of 
a Zhentarim spirit drains the hit points of its victim at a rate of 
Id8 per strike. The loss of Lhese hit points is permanent for the 
target of the spirit's vengeance t its killer or killers), while all 
Others regain lost points normally. 

Zhentarim spirits can also take over others through the use 
of a magic jar ability that they can attempt once per round; a 
spirit can only control one person at a time A Zhentarim spirit 
must be within 60 feet to take over the victim, The spirits often 
use controlled victims to get dose to their targets and either 
kill or injure them A spirit must relinquish possession of a 
controlled person before attacking a victim with its draining 
touch. 


Zhentarim Spirit 



Depending on the power possessed by a spirit's intended 
victim or victims, it will use extreme caution or a straightfor¬ 
ward attack. Once those responsible for the death of the spir¬ 
it s mortal form are dead, the spirit will depart for its judg¬ 
ment on the planes. It is impossible to fool the spirit about the 
death of its victim—it will know if that person (or group of 
people) is truly dead or not. 

Destroying Zhentarim spirits is a difficult task, as they 
reform by force of will after 100 days if reduced to fewer than 
0 hit points. The only way to completely destroy Zhentarim 
spirits is to kill them using a finger of death, power word kill, or 
wish. They receive any saving throws normally allowed 
against these spells, 

Zhentarim spirits are immune to all spells except rmgk missile, 
protection from mil, finger of death, power word - kill and with; all 
others simply pass through the creatures as if thev were immate¬ 
rial. They are also immune to weapons of less than +1 enchant¬ 
ment and take only normal damage from a tmr of disruption. 

Habitat/Society: The determination of Zhentarim spirits to 
annihilate their killers is exceptional and these creatures defy 
final judgment for indefinite and extended periods to exact 
their revenge. This is done through these spirits' force of will 
(minimum Wisdom of 16), aided by their connection with the 
magical arts (minimum of Hth-level wizard) 

These spirits have so far been linked only with wizards of 
the Zhentarim, and many think the tendency of Zhentarim 
wizards to form these spirits is attributable to magical means 
that they use to extend their lives. A vengeful Zhentarim spirit 
is formed one to two days after the death of an appropriate 
Zhentarim wizard, and it immediately sets about planning its 
revenge. 

Ecology: Zhentarim spirits have no need for sustenance or 
rest, and they continuously seek the destruction of their killer 
or killers. These spirits exist on the Prime Material Plane until 
their victim dies or they are destroyed. 
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JTeway (Snake) .„._v 1 w,. M J520 

High UfiUf) ... MW 

Hill Dwarf (Dwarf),,.. 94 

Hill Giant (Giant),.....141 

Hippocampus , 189 

I tippogriff .. |SH1 

Hippopotamus 

(Mammal, Herd)...A7S4 

HisLuhli (Yiuiurii, I listachiu ,570 

i live Mother (Beholder)............25 

Hobgoblin (5rc afco Goblin) 19J 

Homonctrious ...192 

1 look Horror .193 

Horax (Insect)...204 

Hornet. Gianl (Insect)...,. .,. .204 

Horn head Sauna I . A3^0 

Horror, Baltle (Helmed Horror),A1 
Horror, 1 ielmtri 

(Helmed Horror i „A I 

Horror, Hook (Hook Horror) . .193 
Horror, Stinging 

(Jflfar Xantenvari...Al 

Horse__ 194 

Dra ft Hi . 194 

Heavy Horse. .... 194 

light Horse . .. 194 

Medium Hnrse .. 194 

Moon-Horst... __^^...,.42:70 

.... 194 

Pony ..) 94 

Riding Horse.. 194 

Steppe Pony - .194 

W r iJa Horse.. ....194 

ITorsefty (Inscctl ,-.,., 11 ^-......201 

Hound of Ill-Omen. .A3:57 

House Hunhrr (Mimic},...,„.A1 

Hsing-Sing (Mammal,,.241 

Huge Bat (Bat). ... . 15 

Huge Centipede (Centipede).42 

Huge Raven (Bird),,....27 

Human ... 196 

Aborigine/Ca v c man I % 

Ad venturer.-, + „. I % 

Biindtt,- Brigand....lWi 

Barbarian/Nomad.. 1% 

Berserker / Dervish... 3 96 

Dragon Slayer T .A 2:7! 

Fa rmer/Herder .... 196 

Gentry..,-.... 1% 

Knight. ..19(i 

Mercena rv 96 

Merchant Sailor/Fisherman . ! 96 

Merchant/Trader.„!9f? 

Middle 

Peasant /Serf........ 196 

Pilgrim .... ..19(? 

Pira te/ Bticcanee r...... 196 

Policy/Constabulary 1% 

Priest_ r ... 

Sailnf... 

Slaver.. .196 

Stddier. ™—--196 

Till ef /Thug.. ... 196 

! ra dies man /Cra Ksmau.196 

Tribesman... .196 

Vi stan* /Gyps*.,.,.A2-72 

Wiza rd ........3 96 

Humun, CetiMan 

Armirean .....^hjss^uav.-.-. .A3:58 

Brecht. . A358 

Kh 1 nasi... . ...A3:58 

R[urik..,™,.,.„„*..A3:58 

Vos.. A3:5S 

Humanoid Clargnntua 

(Gorgon tea)... 123 

Hybsil A3:W1 

Hydra 

Hydra__ 200 

Ciyohydra .. ,.200 
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I emaean Hydra .JJflfl 

Pyrohydra .. . w *+,*... . SKI 

Hyena 

Hyena {Mammal)...,241 

Cia n I Hvma /1t VervenHoti 
(Mammal r Giant)..A2&3 

f h r a nd I i n„„*., ..,.*****.,.+A3r61 

keMuphii {Imp, Muphit) „.,202 

Ice Giant, Cerilian. A3:51 

Ice Tmll (Troll) ..,..349 

Iguanodtm iDinosanrj.. .*.__, t .. A23S 

llHthid {Mind Flayer)..,,..*^..231 

Itlifhilh h (aka AlbocmJ.A3-.7 

Imp 

Ifflp,-...*...201 

Quasi ---- 

Imp, Chaos ..A3:63 

Jmp, Mephit,....Vi.;..r202 

Fire Mephit,, r . *.*•.******.*. ..,* ,202 

Ice Mcphit......,.202 

Lava Wiphfl..,*...V-..2Q2 

Misl Mephii.......202 

Smoke Mepliit . (l ****,„.2d2 

Steam Mephil.-. 202 

Utnu£mikii!ifotnt 

(aka Dwarf, .Arctic).A3:35 

tnsecI *.„..*. w „***^.,..**.**..***.*,,204 

AnL GUnl...*.*_.,*,....,.204 

Aat Lmrw Giant *..*._,*.204 

As pis, Cow **„... .*.._....... ,204 

Asp is. Drone ...*.**,**..204 

Aspis, Larva ..,-204 

Assassin Bug ..204 

Bee, soldier . 204 

Bee, Worker...*. ........204 

Bumblebee.*—*.—..........,*2D4 

Cave Cricket.*™™.*2i&4 

Dragi>nfly. Giants.. -*204 

Dragonfly larva ..2(14 

Nr Seeker (set- also Al) .****, ,.**204 

Firefrtend.*.***,.**+. .204 

How*.*. „._„„*.*..204 

FoTiicon..*.**«,*.*.....204 

Praying Mantis...204 

Termite, Giant Hiirve5ter._*-.2fM 

King.*_.*,***,*........204 

Queen ....*,****, „, .204 

Worker ....*,**+_*. 204 

Sold ier. ....*.**. 204 

lick, Giant.. *-.204 

Wasp, Giant.. ....*.,.204 

Insect Swann . 2Gb 

Velvet AnL,.**_...**.**..206 

Grasshopper,, ....*.206 

Locust...,.***..«»**.**■.206 

Inscctoid Gargantua 

(Gargdnhial.. . .....J23 

Intellect Devou ref. ►..*.*. .207 

Adult.._„*. + , t , t .****2fl7 

Larva -~ ..... -***...-207 

Invisible Stalker ...,*.208 

Irish Deef (Heist. Animal).A 2 97 

Iron Golem (Golem, Greater) ... Jhh 
trtidebcem Fleeter 

(Fish, SubU . „JOS5 

hisadutl ...*.*. .209 

Ixixachltl... m 

Vam piric Hiviaehi tl. ....209 

Vampir k, G renter..*.*.*„ **.,. ,.209 

1 xllhathm, Ixzan . A3:(>4 

Jabbenvok._..*. A3:66 

jacitUli Dragon 

(Dragon, Neutral).......*.**,.....At 

ladenI (MammaI)....*-*.*.**...241 

Jackalwere..„„.,..,210 

jade Dragon (Dragon, Neutral).. A1 

Jaguar (Cat, Great).*...*„-...,,36 

|ann (Genie)..,..**.*.,*,*126 

Jarbo +**^..*..*.+.*........****,*..AI 

fcily U-r Qoxe / Slime i ] dlv) 

jellyfish, Giant .. A2:74 

Pprttt^sc Man-CJ-War.A2:74 


Sea Swarm.. .. 

A3:74 

Jermlaine 


(Gremlin, lermkme) ,,*** 

.-,.176 

Juggernaut 


(Golcjn, Stone Variant!.. 


Jungle Gkiil (Giant)__ 

.142 

Kalin 


KaJm..... 

,.A2:75 

K.din Rider.... 

.A275 

RapeMdnth (Gargnvle). 

.125 

Kmtnrin \ Beholder)**..*,*. 

,,..,...26 

Kelpie (Plant Intelligent 

......293 

Ke nkii.. *.*,**i***. .. 

..*.,,.211 

Ker (Ghost).,.._ 

,A26l 

Kliinasi (Human, Cenlian)„, 

..A3^8 

Khdliathra Llf]. 

„A2:76 

K!i-Rin. 

.212 

Killer Frog (Frog)....,. 

..129 

KiHmoulh (Brownie) 

..*31 

King lermite (Insect) ___ 

.204 

Kirre...... 


Killer Mimic [Mimic)—........ 


Killer Whale (Whale) 

.358 

KilLih ulis [Brownie).. 

..^..21 

Knight (Human).... 

„ f+ ..l96 

Kobuld ... 

... .214 

Kabold..... 


Urd... 

.214 

Korred (Satyr).... 

.308 

Kraken (Squid)___ 

.231 

Kiio-Tna... 

.215 

Kytoil*****^ .. 


Kyuss, Son of. .... 

.A3:69 

Lacedon (Ghoul) .. 

..*.*.131 

Laertl... ... 

..A2:7? 

I aerti 

.A2:77 

Stingtail ..... 

A2 r 77 

Lake Monster, Unde^d 


(L ndead Lake Morvster). 

......Al 

Limbeosa ii ms (Dinosaur).._ 


Lamia 


Lamia „. M „... __ 

_2t7 

Ldmia Noble.... 

,*.-217 

Lammasu 


Lesser l a m masit. 

..*.218 

Greater tommasu __ 

.218 

Limprev (Fish)... 


E amprey. Giant (FfchJ<—.. 

.117 

Lamprey. Land (Fish).,_ 

-.*,117 

Land Dragon 


(pragem, U nnorm),*.*„****+,+. 

.Ai 

lUind Lamprev (Fish).. 

..**117 

Lu/J SiWfc (BuletLe) ., ... 

...33 

L in d Urrhin (LTdiin). ... 

.....354 

Laraken ..... 

.AT 

Bat 

.15 

Large Hawk*-*^*.... 

. .27 

Lar\ p a, Aspis (insect L..... 


Larva, Giant L>raguiiflv r 


(Insect).. ... 

.204 

Lava Mephit (Imp, Mephit),., 

...202 

Least Guardian 


(Yugokth, Guardian)...... 

,*..271 

l eech (we also. Worm). 

...219 

Giant Leech... . 

,*-2W 

Ute^at Leech.... 

,...2l a 

Sw r ajTn.... 

„..219 

tomon Fish (Fish, SubL).. 

.A2:55 

Ltm^man (Bdiolder). 

.25 

Leopard fC.it, Great).. 

*,*.,.,36 

Leprechau n .. „.... 

.220 

Lernaean Hydra (Hydra).. 

.200 

Lesser Basilisk (Basil ink).. 

.14 

Lesser Firctail..... 

A3:47 

Lesser Guardian 


fVugoloth, Guardian). 

_,„37t 

Lesser i Li tori {Bo tori).. 

..*.,185 

L.esser Lammasu (tonwiasu) 

.218 

Lesser Winged Cat (Cat Winced)A1 

Leucrotta 


touemtta.*.... 

.221 


Leucmtta r Greater...A2:7$ 


Leviathan (Whale)..~...._.358 

Licli 

L ich... ..222 

Demilich.....222 

Fsicmic Lkh.. A l 

Sue! Lteh..2:79 

(scr n/stJ AI boon. Death Tvrart 
Uracohch) 

Light Horse (Horse)...194 

Life-Shaped, Guardian 

Climbdog___...,.^,A3;70 

Da rksttike... ™___ A3:7D 

Protettcir..... f ,..-A3:70 

Watcher......A3:70 

ShifJdbug.. ..A3;70 

Life-Shaped, Transport 

Be r-ethem / Breeze Spirit-.\3:7I 

Dhev-sah... ,^.A3:71 

Grei'evaulh /Soar Whale.A371 

Mhn-L’flan f Gu^t Floa ,A3r71 

Lillend. .. ..A3:73 

Lin norm Dragon 
t Drireoip Li n norm)... ..Al 
Utm (Cat. Great) 

l ion. Common.. 3f> 

lion. Mountain...36 

Lion, Spotted TTr .^.,..-. . ,..36 

Living Steel Al 

Living Wall_ _ __224 

Living Web (Web)..A3H17 

Liza rd.. ....226 

Fire Lizard .. „ t .„„22f> 

Giant Lizard ..226 

Minotaur Lizard ..226 

Sub terra mvin I ,i zard.^226 

lizard King (Lizard Man),,. + „„.„227 

Lizard Man...227 

Lizard Man......227 

Lizard King,.........227 

Liams (Mammal. Herd)..A2ifU 

LricaLhah .. 128 

Lock L urker.. .. Al 

Lose) (Mammal).. . ..... .241 

Loup du Moii (Lycanthrope).Al 

Loxo--- Al 

Lurker,.,...,,™. 229 

Lur ker Above ...229 

Shadow Lurker, ... „ A2:80 

Tr a pper. ..229 

Forest Trapper...229 

Lurki't iti-Darkn?$* 

{aka IbrantUjnW.,.,„A3:6J 

Lycanthrope 

Loup du Nnir,.^. 

ScawoJf. ....232 

Wereba dger. .. Al 

Wvrebat...........^33 

Werebear.. ..234 

Weieboar .. 235 

W'erec rocod 1e.....».,A3:75 

Vfcrefox (Fox: Woman...236 

We re jaguar ..... A1 

We repan the r ..A2.81 

Worerat. ....... ..237 

Wereraven .. + ^. .238 

Wtttfthark __ A2:82 

Wvresp id vr........ ..A3 t76 

We re l iger.. . . ... ..239 

Weretvol f .. ,„w..24l 4 

Lvnx, Giant (Cat, Great).36 

Lythlyx.. ...,AI 

Maedir (Medusa, Mnedar)._..248 

Kteedar „—.^—..246 

Glyptar .... ,,248 

Magebane... Al 

Maged oo m........ A3:77 

Magic Golem __ .....A3;53 

Maharajah Raksha&a 

(Kakshasa)_ 299 

Malenri (Elf, Aquatic) . .. 110 

Miifirpfmi (Tj tan.... „343 

Mammal .. ...241 

Ape, Cammamus.... ,-. 241 


Bn boon, Wild .. ....,.,,241 

Badger..241 

Ba nderlog t „„. ________ .^41 

Bliaergala,—...—^^..^241 

Boar, Wild...,^41 

Chat t p r .. . ..... 241 

Cooshee . ...241 

Dakon...,7241 

Dcbbi........ 241 

Ginttl Mammal i$tY A2).. .242 

Cma t.... ,241 

Gorilla....—,....^41 

Hsing-Sing ......, T4T „.^41 

Hyena ....24 j 

Jackal. ^41 

U»e!.... „.24 1 

AijrMfWjai_____......242 

M onkey Spi dor. ..,241 

Porcupine, Black.... tHM ,,241 

Foreupim 1 , Bmixm ..24 J 

Rothe. . .. 241' 

Skunk...... +1 ,.24l 

Sleek .. 241 

Stag, Wild.. 241 

Stench Kyw ...241 

Taer...—....,241 

Tyxg .. 0+4*241 

Warthog. 24) 

Weasel..... ^.,.241 

Wo!verme, __... .,..241 

Mammal, Giant 

Badger Liiant ..^,A2:83 

Beaver. Giant 

Bc-iar. Giant *.*.*.,.*^....,.„..A2:83 

Hyena/ Hyrenodon...A2:83 

Porcupine, Giant _ A2.83 

Otter, Giant.. A2^3’ 

Skunk, Giant... A2:83 

Wb+jsd. Giant.. .A2r83 

Wi ilvertnc, Giarrt. A2:83 

Mammal, Herd 

Antel ope.... ^*„. .243 

Buffelb.. 243 

Bull/Wild Ov......A2:84 

Camel. T ...,..,243 

Canbou A2-84 

Cattle^*-,,,,*. 243 

Goa t. Giant *. ^A2:84 

Hipptipotamus __A2^S4 

Llama .. ..A2:84 

Rom, Gionl . A2:84 

RJiiho. l-hom.. A2;84 

RJ l inf>, 2-ho m ... A2 i84 

Slieep..,^.. .243 

Stag, Wild..*..._A2:84 

Stag, Giant---A2:&4 

Mamma), Small 

..244 

Chipmunk.. ...244 

Ertnlite.. 244 

Ferret .. 244 

Fox.. 244 

Gopher.. 244 

.244 

Mirtk.... 244 

Mole._244 

Monkey .*«*« ... __ 244 

Mouse 244 

Muskrat.. _244 

Oppo^um... ... .244 

Otter...... ^44 

Otter. Sea ..*., + ,.,*.„244 

Pig, Domestic .. 244 

Hg, Wild.™***,. ,244 

Rabbit... .244 

Raccoon...... .... „. .244 

Squirrel.—.244 

Squirrel Living.. .244 

Squirrel Giant Black...244 

Wooddfi uck...... .....244 

Mammoth (Elephant). 

Mvite (Titan)__343 

Manota ur . A3:7B 

Mniibcorpion ... 245 
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Manta Kay (Fish)...U7 

Mantkure ......24ft 

Mantrap (Plant, Dangerous).231 

Margoyle (Gargoyle) ™I25 

M.trill (Genie) . . 126 

M drill th (Tenar'rl)..337 

Marine Eel <FisslaI.. —117 

Mad . A2:85 

M arrash i .........................A 1 

Masher (Fish)...A2:53 

M asti ff, $h adow...— A3;79 

Mastadon (Elepha^.107 

teazel... ,A>«0 

Medium Horse (Horse)......134 

Medusa 

Medusa.. ^.. 247 

Greater Medusa,...247 

Medusa, Maedar..,245 

Maed.tr...... 

Cly pta r.—____....... ,245 

Maun lurk.. ,..,A2:8ft 

M egalo-Cent i ped e 

(Centipede)^---42 

Megatherium 

(Heist Animal)..A2;97 

Memory Web 

(Web, Living)...,A3:117 

Mephit (Imp, Mephit) ......202 

Mercenary (Human)..t% 

Merchant (Human. 

Metthant/ Iratter) —.....„.......)% 

Merchant Sailor (Human, 

Merchant 

Sailor/ F ishe rm a n)...1 % 

Mercury Dragon (Dragon)..„..,83 

Merman ... ,.. 243 

Mem aw (Ogn? I . ..,272 

Messenger (Tasked Genie).Al 

Messenger Snake (Snake t „..,A3fl5 

Metagotetn (Ck>lem)..A1 

Metalmasier—Sward Sing ...., .Al 

Middle Clas# (Human).1% 

Mid guard Dragon 

(Dragon, L Lnnnrm),. .A 1 

Mimic 

Common Mimte...250 

Greater Mimic.. A2:87 

Killer Mimic... 250 

House H un ter.. .***«««.. „„Al 

Mind Flayer—lllithid..,.251 

i^eeatfi} Alhoon, Util hand] 

Miner ('locked Genie),,..-,,— +f ...„.At 

Minima] (Mammal) . —242 

Mink (Mammal Small).244 

Minotaur . .,,.252 

Minotaur Lizard (Lizard). -.226 

Mist, Living 

Crimwm Death —......,.,,.,.,253 

Scarlet Dancer Mist..„A3:81 

Vampirie Mist —_.,,-254 

Mist Dragon ( Dragon) ,.84 

Mtitf Mephit (Imp, Mephit)...202 

Mite (Gremlin). ..,..174 

Mold 

Brown Mold .255 

Death Mold... A2:8fJ 

Deep Mold. A2:88 

Grav Mold__--A2; 88 

Russet Mold...255 

Yellow Mold + , + ,, + ,v—>*.255 
Mold Man—Vegepygmy , . ,25ft 

Mole (Mammal, Small).,,,244 

M ongrelman,.. 257 

Monkey (Mammal Small).244 

Monkey Spider < Mammal) .241 

IS 'on in: inn i lli- (Dlnosa ur) . A23 

Monster Mummy 

(Mummy, Creature).A2:ti3 

Monster Skeleton (Skeleton), ...313 

MoNvrtK Summon inc Taeiles..377 

Moon Png (Dog).tS 

Moon-Horse (Horse).,A 2.70 

Moor Hound 

I Dog. Bog Hound).A2:42 


Morkoth.. 258 

Motto (Human, Vistana)-A2:72 

Mirsasauruh 

{Dinosaur. Aquatic) ,.A2:40 
Mountain Dwarf (Dwarf) _94 

Mountain Giant (Giant)...143 

Mountain Lion (Cat, Gmat)—.. -36 
Mountain Lion (Cat. Great).,........36 

Mouse (Mammal, Smalt),...,....244 

Mouth of Biiiit (ilka Baneiich),.A3ilt) 

Muckdwel le r....,*****^*.*259 

Mu dm an.—^. —,—260 

Mule (Horse)... ..194 

Mummy __...... 261 

Mummy, Creature 
(sttixta? Crypt Cat) 

Animal Mummy ...A2;89 

Monster Mummy.-.A2:89 

Mummy, G reater. ...... „ > .262 


Musk Creeper, Yellow 

(Plant, Dangerous) ....,291 

Musk Zombie, Yellow 

(riant. Dangerous) ..*—.29] 

Muskr.it (Mammal, Small),,,.244 

M us!ard ] ell \ (Ou-te /S /)).276 

M vain Id. 264 

Myrmarch Formi.in A3:4S 

Naga [set* tit so Banelar).,..........266 

Bone XagaA1 

Dark Xaga.............267 

Gun rdi a n N aga........266 

Spiri t N 7 aga ..*,*. ............. .*>■-.*.,... .266 

Water Naga.-........266 

Narwhal (Whale) ^..., ...358 

Nature Elemental 

(F lemen tal). wa . A2:4M 

Nautilus, Giant _ Al 

Necrophidius 

(Gniarn, Necrophidius)..-.170 

Needle man . \3:82 

Neu-Ort>g (Ore) .......__. ..A3:K3 

Neogi 

Necgi... 26B 

Great Old Master —.268 

Neo-Oh’ugh (Otyiigh)-...203 

Nereid 

(Tllemental, Water-Kin 
Night Hunter 15 

N i ghlm are. ...... ..... . 269 

IN ightshnde 

N'ishruu......... 

Nixie (Sprite)....32fi 

Noble, mltfmi (aka Ulitharid).Al 

Noble, La mi a (Lamia)..217 

Noble. Piisari-NiinJ....AJ 

Numnd 

I Human, ^rbarian/Notnad), 1% 

Noran. ,-.Al 

NuthftiMsums 

(Dinosaur, Aquatic)..A2:41 

NBC PAitriLs. .-.-,,.,379 

N ym ph ... 270 

Nyth A2-91 

OathbindE-r (Tasked Genie)...At 

Obliviax [Plant, Ink)„„,293 

Octopus, Giant...............271 

Odopwy. tritrlhgmf (seeTeiko) 

Ochre felly (Ooze/S/ft...27B 

Ogre 

Ogre_____ ..-.,,-..,.272 

Hall-Ogre... «,-«-.274 

Menrow (Aquatic) ....272 

Ogrillm .. ,274 

Ogre Mage, -,,—..-.,,-.272 

Ogrillon {Half-Ogri!)...274 

Olive Slime (Ooze/S/]).— ...27 6 

Olive Slime Cfeature 

Oliphant (Elephant)...,107 

Ondonli (Or<. t..-„-A3:ft4 

Oqze/51 i me/Jel 1 y 

Crystal Ooze..—.,.,.-.-,.,.-278 

Ghaunadnii... ,..A2:92 


Gelatinous Cube . 

.278 

Gray Qcwc 

...278 

Green Slime.. 



Mustard jelly .. 276 

Odvra felly__ ,.278 

Olive Slime...276 

Olive Slime Creature.,...,-.,278 

Slithering Tracker___—.280 

Stun Jelly...27ft 

Ophidian _- .At 

Optnicus .....-..Al 

Opposum (Mammal, Small)—244 

Orbus £ Beholder)....26 

Ore 

Ore.. ......281 

HalTOie..—. 282 

Orug.. 31 

Neo-Omg, Black..-...A3:83 

Neo-Orog, Red . . A3:83 

OndL?mti... ..,.A3r84 

Orgbsch (Spirit* leu).—*A3^8 

Ormvrr .... AI 

Orog (Ore) ---281 

Osquip (Rat)... ,200 

Otter 

Otter (Mammal, Small).,—.244 

Giant Otter 

(Mam nw L t iian t) - A 2:83 

Sea Otter (Mammal. Small) ..244 

Qtyugh —. 

NechOtyugh.. ..33 

Overseer ( Beho Ider) —.25 

Ovs j (Bird)... -27 

Common Ow) (Bird). .27 

Ctent Owl ( Bird)..27 

Talking Owl (Bird)... 27 

O w\ bear , w „ w «..2fl4 

Arctu GwIbear..A3:85 

Wtegcd Owlbciir,---... M 

Ox, Wild /Bull 

(Mammill Herd),,A2:84 

Palimpsest....A2;93 

Panther Lord 

(Lyc. „ Werepanther) ... .1 

Parasite 

B loodring...... Al 

Ear Seeker 

[see ufse Insect* 204)...Al 

Goldbug..... ..Al 

Wizard Uct* ..-.A1 

Vlliri).. Al 

Pasari^Niml 

Wa rriar.,...... . AI 

Noble.. AJ 

Caltpha .... Al 

I’carl Dragon 

(Dragon, Neutral).At 

Peasant 

(Human, Peasant/Serf) ,,.,—196 

Pedi l Elemental, E.irth^Kin).1U2 


Pegasus,...,...—,. ..35 


Greater Pegasus ...... 

.28.5 

Pegataur. 

.A3:86 

Pel last ___ 

..,.-.,A2:94 

Pemteon (Insect).. 

Pervtrm. 

Petty Faerie (Faerie) 

...204 

..286 


(see Bramble, Gorne, Squeaker, 
Stw'inger) 


Phantom ... 37 

Phantom Flyer (Golem).A2:67 

Fh nerim m ...... „. A3:87 

Phoenix .. 288 

Phororhacos (PleisP Animal) ,A297 

Phycomid (Fungus)___120 

Piercer ..- -.- 

Pig (scr tifsu Bior) 

Domestic Pig 

(Mammal, Small)—.—.-244 

Wild Pig 1 Mammal. Small) 244 

ITke, Giant ( Fish)...—117 

l*Ugrnn (Human)........196 

Piranha (Fish)—117 


Piranha,Gbnl (FL4i)..IJ7 

Pirate 

(Human, Pirate/Buccaneer)... 1^6 

Pit Fiend Ukrste/uJ . II 

Pixie (Sprite). 

Plant, Dangerous 

Boring Grass -.... A2:93 

Bloixithnm,—— „A2;95 

Choke Creeper.....291 

Vi re thc»m..... ..A2;% 

Mantrap.... -.,291 

Retch PI an t, „, 291 

Snapper-Sa w —___.291 

Thorn *SI inger...291 

Tn-Flower Frend —. + .—29J 

Twilight Bloom ....A2.95 

Viim pi re Mu® s .««,—AI 

Yellow Musk .. ...291 

Zombie Creeper__ 291 

Plant, Lnieltigent 
Hangman Tree .293 

Kelpie—... ...293 

OblivtflX---- ,293 

Qulckwood... 293 

Shambling Mound—,. .293 

Strangle weed .... ,293 

Sundew, Giant —. 293 

Thorny —.. 293 

Flateo^auriii (Dinosaur).A2:38 

Pldstocene Animal... . A2t97 

Axebeak..... -A297 

Baluchithenum ——.A2:97 

1 rish Deer......A237 

Megatherium... A2.97 

Phororhacos... —«., -A297 

TUnnothere.. A2r97 

Woaley Rhino ...A2-97 

(^cv (TjikJ Cave Bear, Giant Boar, 
Spot ted Lion / Smll od on, Ca v«nt an* 
Hvenodon, Mammoth/Mastodon, 

Dire mm 

Pleskisaunis 

(Dinosaur, Aquatic).A2i4l 

Poisonous Frog (Frog)..-119 

Polar Bear (Bear) —.—.—17 

Police (Human. 

Pohce/ConstabuJarv ) ..196 

Poltergeist..—- .,—296 

Pony I Horse).....J 94 

Pony 

Steppe Pony .. .194 

Porcupine (Mammal) 

Black Porcupine,.-...241 

Brown Porcupine.-241 

Gian t Porcupine....A2:83 

Porphyl (Titan).——__.343 

Portugese Man^War 

(Jetlynsh, Giant)...,.A2;74 

Praying Monte# (Insect)..-.—.204 

Pries! (Human). -,.W6 

ProtLxriur 

(Life-Shaped, Guardian) . -A3:70 

Pseudodragon (Dragonftt).91 

Psionic Lieh (Lich)__—A! 

Pteraman... Al 

Ptetanodon [Dinosaur) 54 

Pudding, Deadly . 297 

Black Pudding-.297 

Brown Pudding......*...297 

thin Pudd mg .. 297 

White Pudding.. 297 

Pudding, Su hteminean A299 

Dense Pudding... .42:99 

Gray Pud din g . + „ ,, A2:99 

Shmt* Pudding....A2:9Q 

Pungi Ray fFUh),.— 

Purebkiod (Yuan4i).....,,,.369 

Pymhydra (Hydra)...200 

Pymllfik (Cnckalricu) __45 

Quaggoth-—-....-.-.....-..,....298 

Quasi l (lm p)......,..201 

Queen Formian ——. A3:48 

Queen Termite (Insect).,.,..204 
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Quiddtog (Rrownko.. 

i «,.A2:24 

Quickwood 


(Plant, Intelligent).. 

.......393 

Qmpptir iFbh)... 

-,.117 

Rabbit iMammal. Small). 

„ m ,,.244 

Raccoon (Mammal. SmallV- 

.244 

Raggamoffyn 


Ctwn n\on Ra gg j nu ith 1 n.., 

..A2TOO 

Gutkrrspite ........ 

..A2:100 

Shrapnvl... 

-A2:in0 

Tatterdemammat 

..a 2-m 

ttAjah (Rakshaba).., 


Kakshasj_ . ... 

V ,,.299 

Common____ 

.39 

Maharajah .. 

..299 

Rajah. ... 

3W 

liuhk... 

.299 

(tain Dragon 


1 lira goo, I.innorm 

..Al 

Ram, Giant 


(Mammal. J lerrif. 

,..,A2:M 

Rat... 

.300 

Blush Rat.. 

,.^,300 

Common. Rat.. 

..300 

Giant Rat ... 

.300 

Os^Uip .. ,. + .„ 

..300 

Raven (Bird),..,.,.,,,. 

. 27 

Common Raven.... 

.27 

Huge Raven ^ 

.,.,27 

Giant Raven .. 

. ~27 

Kautym..^,.... 

— -Al 

Hay fRshj 


Manta Rav__-_ 


Pimgi Ray.. 

..117 

SHng Ray.. 

m+w+117 

Red Ahishai fBaatexu). 

. ,m 

Rtxl Dragon 


(Dragop i, Cl iroma lie),,.,.,. 

..6tt 

Red NetvOrng 


(Ore* MtHvOmg)... 

,„A3:a3 

luM StoacL^. ., 

..318 

Red Uivhin (Lrvhln) 

.^54 

Reef Giant iCiauil.. 

..144 

Reggelid. . 

M:8& 

Remorha/.. . 

..301 

Render..... .. 

,.,..43:89 

Reptilian C(aTgan tua 


(Gargantua) . . ■ . . . 123 

Revenant . ... 

4i-...302 

Rvtoh Plant. 


(Plant, Dangerous) 


Rhino, 1-bom 


(Mammal f Herd). 

.42:84 

Khino. 2-horn 


(Mammal. Herdl ... 

,. A2:S4 

Rhino. Wtmley 


(Plcisk. Animal).. 

.AT^7 

K!iint.ven>s Beetle (Beetle).. 

18 

Riding Horae (Horse). 


Rjurik (Human Cerilian).,. 

, . A3:S8 

Roc .... 


Ruck Gnome (Gr»omvC- ,.„ 

. A9* 

Rock lord (EH-Nouj.. 

,„.A220 

Ri-jckworm (Bl \ou)-..... 

.,.o42:20 

Roper. . 

, 3(34 

Roth((C)) {Mammal). 

-.241 

Ruhk (Makshasal... 

.249 

Rust Minister .. 

__3flS 


So bcr-Tnothed T i ger /Stralodon 

(Cat, Gieat)...,^w.^v + . „v*JK» 

Sahuagfn 306 

Sailor (Human)..... 196 

Sailor, Merchant (Human. 

Merchan I Saltor / Fisherman } . I % 
Salamander 

(liJementaJ, Fire-Kin) . . 

Sal nut Dog—......AI 

handling (ilk-mental, EarllvKJn)1ll2 

Sandman ( Elemental) ...AI 

Sapphire Dragon (Dragon. Gem) 73 

Satyr-- 308 

Sauna) 


llUiehack...^A3;90 

Fi nhead.....-„ A3: W 

Flyer... .A3:W 

Homheod_ 

Scaiadar (Automaton) .-,.,„*. + .,.A2:i2 

Scalanugdrimi. \3: w 3 

Scarecrow 

£ Golem, Seaitq^v}.„ m „. ..., 1 Til 

Scarlet tlincer Misl...A3;Sl 

Scorpion.. 309 

Giant Scorpion.. 309 

1 luge Scorpion... .. .309 

Iargfc Scorpion .. ^309 

l.stv also Otdabrin, Manscorpion) 

Scrag, Freshwater (Troll)..,.....349 

Scrag, Salt water (Troll ].349 

Vji [Ttrrd (sep Sahnagin) 

Sea Elf (bit. Aquatic)..v.~w»<11() 

Sea Hag (Hag) .— 1H1 

Sea Lion _ 310 

Sea Otter (Mammal, Small).244 

Sea Swarm 

(jellyfish, Giant). W ..,A2:74 

Sen Turtle, Giant 

(Turtle, Giant)....Ail 08 

Snj Unit in Gcv Urchin) 

Sea Wynn fDragon--Kin).«-.A2'46 

Seahorse, Giant (Fish),,...7 

Sea H uh (Lyca ti thru f jv L,. .232 

Seelle Faerie (SpriteI.,. ..A2riP5 

5 el kie .......311 

Sert fHuman, Peasant/Serf) .—196 
Serpent. Winged 

(Snake, Winged) ..,....^32tl 

Serpent Vine (Snake).. /\2: I 1)3 

-Vrrrr gat (see Common Rat).300 

Shalxiaih Golem (Golem) .A3:54 

ShadcLing.. At 

Shadow ......_312 

Shad 11 iv pragon (Dragon). „..83 

Shadow Linker (LitrJkcr).-^A2^0 

Shadow Mastiff (Mastiff).,..A3:79 

Shadow Morph 

(Dream Spawn),.A3:32 

Shii mbJing. Mon nd 

(Plant, Intelligent)...—.293 

Shark (Fish)..... 117 

Shark, Gumt (Fish) ..... 1L7 

Shark (Fish)__ H7 

Sham ---—....,,....A3:94 

Shed it.—..313 

Shed li. G reator,....._J13 

Shedu, \ t-ssi.T..313 

Sheep i Mammal, I h*rd).«,;_.243 

Shic4dhug 

(Life-Shaped, Guard lap) __7(1 

Shimmering Wraith (Wraith ).... .At 
Shrapnvl (Raggnimiiryn') 

Shneker (Fungus)... 120 

SJjmvtaf EtoKf lEkmedead)..A3' 1 9 

Silver Dragon (Dragon, Metal lie) 79 

Silver Urchin ('Urchin),.,.„..3S4 

SilviT^nn 

(Automa h m frobrland's 1.,A2-14 

Singing Tree (Tn*) MW+ ,„. \\ 

Sititre „„„„„--314 

Sinister Dal (Bal)... 15 

Skeleton 

Skeleton .. 315 

Skeleton, \ n i mn l ....31 5 

Skeleton.Giant... .~ + „. ... w .31 b 

Skeleton, Monster „.315 

Skeleton Warrior __.....317 

Skrmxit (elemental, Composito)U)5 

Skum ......—™..A1 

Skunk (Mammal) .....,245 

Skunk, Giant 

\ Mammal GLard) ...A2i83 

Sky fisher (Bird) ..27 

Slaad 

Red Stand. 3tft 

BlueSUad. 318 

Grmi SJiriwf.... ..318 

Cruy Slmhl .. .318 


Death Statist _ ____,.318 

Slaver (Human).. 196 

Sleek (Mammal).. .....241 

Biker Beetle (Bivtto) 

Slime UccOutfe/S/j) _ 27h 

Slithering Tracker (Ot>ze/S/1) ,..2H(t 

Slug. Giant.-. 319 

SJug f Swwd (aka Mela I mas tor) ,...Al 
SmiJixkwi (Cat, Great) 

Smoke Mephil (Imp, Mephit}...302 
Snake 

Amphisbanea .. ,.32fi 

Boalisk .. 320 

Cobra. Giant . Ai 

Cobra, Elder Giant Cobra..Al 

C onst rie tor Sn ake,... ...320 

CemstnctOT Snake, Giant..,.,,.,3211 
Herald Serpent 

(Snake, Serpent}---—A2U02 

I leway . .... 320 

Messenger Snake...A3^?5 

Fobonmifr Snake...._ .320 

Sea Snake. Giant...32(1 

Serpent Vine....„A2tl(B 

Spilting, Giant....,.320 

Stone Sim ke.... ....., AI 

leak Serp^n( 

(Snake, Serpent)..._.42:102 

Winged Snake... 322 

Sii«(C‘. Serpent 

Herald Serpent... ,42:102 

Teak Serpent... .,A2:102 

Snake, Messenger .A3:95 

Snapper-Saw 

l Plant Dangerous)....291 

Snapping Turtle, Cannl 
(Turtle, Giant) ....... 

Show Tiger {Cat Great).....A3:19 

Snow Trull (Troll).......Al 

Snyad t G ram I i n) .. „... i 74 

Satir Whale 

£wv Life-Shapid Transport) 

Soldier (Human) .. !% 

Soldier Ikto (Insect)....204 

Silldier Termite (Inseci i.2iU 

Spectator (Behoidef)...21 

Spectral Troll (TmU) .. .......^.,349 

Spectral Wizard.AI 

Spectre... -,.,323 

Spell Weaver.. AT 

Sphinx. .324 

Androsphins.......324 

Cr iosphuTix.... .. ..324 

Gy nosphinx... .,..,324 

Hieracosphmx.^,.^....324 

l Jr acosp h i n x,... A2:104 

Sp i d e r ,**««*. .m326 

Gargantuan Spider....326 

Giant Spider..., .. 326 

H ai rv ? Spider. .. , +M ,. .226 

t luge Spider - ,,, w. .......... 326 

Lfligc Spid er.... 326 

Hiaso Spider ......^,,326 

SwiinJ Spider.... 226 

Spfiti'r, Other 

Brain Spider ..,^. At 

Vortex Spider ...A3:l 16 

(sfff 4rI' m' i Arnnea. Etta?reap, Cildabrin, 
Neogi, Werespidei', I Via 1th-Spider) 

Spider Monkey l Mammal)...241 

Spiders|one Golem (Golem). 

Spirit (of K^shemeiU 

F nnest—Ulhra kt... A3r% 

Forest—Wood Man__ t . t .,„A.T97 

left—Orgl a sh. ___ A 3:98 

Rack-—Thom i I.,..—.A34>9 

Spirit. Zhernarim... T A3;119 

spirit Naga (Naga). -_266 

Spittrr (FtomenUil V%9tnin)... Al 

Spore. GaFr (Fungus)..120 

Sporehai (Ball,,...—..,42:18 

Spotted I ion (Cat, Great).. 16 

Spouter (G&rgoylv)...—43.4^ 

Sprigga n (G notm)... .. 4 62 


Sprite 


Sprite.^,-.. 

.328 

Ah>mie. 

..-,,-326 


Grig ....326 

Nixie,.^. S 

Pixie. .. 328 


SeeJto Faerie. „ h+H . 

..^AZ105 

Unscetie Faerie... 

Squeaker (Faerie* Petty),,. 

Sq uealer. .... 

.A2:1Uh 

. .,. b ai 

.A2:IO? 

Squid, Giant ... 

Squirrel (Mammal Small) 

..331 

...244 


Ss|uirrel 
Hying St]Uirm] 

Giant Black Squirtv] 

Stag Beetle (Beetle],..... 18 

Stag, Giant (Mammal, Herd),.A2:84 

Stag., Wild (Mammal) ..241 

Stag. Wild (Mammal Herd),42:84 

Steam Mephit (Imp, Mephit).2fl2 

Steel Dragon (Dragon).. .86 

Stegoiau ru.4 (1 Jinosa u rj... .,54 

Stench Kow (Mammal 1 ..*.^,,...,.241 

Steppe Pony (Hnr&e),„, + .„,.,194 

Stinging Horror laka XautrHvar)..Al 

Sting Ray (Fish).. 117 

Stinglail (Lierti).. ,.A2r77 

Stink Beetle..A3:12 

Slirge... .332 

Stone Giant (Giant)..,.. 143 

Sione Guinn (CoU-ni, Greatc:T),.Th6 
Stun* Golem Variants 

Golem, Stunt* Variant) 

Stone Guardian 

(Golem* Stone Variant).... .17J 

SUme Lion (Gargoyle).A3-49 

Slune Pudding 

(Puddingr Suht). 

Stone Snake (Snake) ...A t 

Stone VVGli (Wolf),.,,....,„A1 

Storm Giant (Giant) Un 

Stout (Ha I fling)---- .183 

Strnnglmveed (Pliint Intelligent)^ 

Strider* Giant ..A3:ll)U 

Stnrthiomimus (DimmyT) ..,. A2:39 

Sumjelly (Omte/S/j).„...276 

Stwmger (Faerie* Petty) ., „-Al 

S u - Monster 333 

Subterranean IJ/.ard {Lizardl,,,.226 

Sud Lith(Llch).A270 

Sunde%v, Qant 

(Plank Intelligent) „-,„,,.i.,-,.,.-293 

Suwyze...***;.-. ..Al 

Svirfneblin (Gnome)..,,.,.,.,.159 

Swan (Bird),,..- 27 

Swanmay.. 

Svvan may .. 334 

Bird Maiden ,4,-„„v,w„334 

Stiwrrf Stag (aka Metalmastor).Al 

Sytiid (Titan).......—...343 

Sylph (Elemental, Air-Kin).tUl 

Tjhaxi„. + ..„,.^ + ^..„.„..~.„......335 

Tabaxl... „ ... ,325 

Tabaxt I ord . . 

Tables and Ciiamts 
Con j ured / Summoned 
Monster Tables -377, A 2:118-123 
Dungei >r i Lncounter foblesA2:l 24 
Wilderness Encounter 
Tables ...A2:118 

Faer (Mammal) —.. ,.241 

Tako 336 

Tallfellow (Raffling)..,183 

Tartar*ri-. -. 337 

Babr... 337 

Marilith...-. .337 

Tanar'ri, Greater—*GorIsLro A3.11)1 
Tanar'ri, Lesser—Armanile A3 103 
1 ,vnv ArophiniA iDi nt kniut ) . ,42:39 

Talking Bird...w\l 
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Talking Owl (ftinij.—.,27 

TaUfHLnv [Halfling).153 

Tarr.isq u e .. —„.„.339 

Tasked Genie (Genie). .Al 

Tasini ...—.340 

Tatall*.™.... A1 

1 Vi tttrrtk*ni animal! 

.A2:1UU 

Leak Serpent (Snake, Serpent)A>iH2 

Lem bo. A3:I05 

Tfe m nod on losau run 

[Dinosaur, Aquatic).,.A 2:41 

Tbmpes! (Elemental. Cmwpo&HMlfB 

Temporal Dog—.,,._.,A3:25 

Temporal Glider. ,A3;I06 

Temporal Stalker.. .A.V107 

Tenebrous Worm (Gloomwing}.157 
Terato&mirus (Dinosaur) .... A2VJ 
lermite* Giant Hamster [Insect) 

King l Insect),— 204 

Queen (insect)...—204 

Worker (Insect)....—,204 

Soktirr (Inject)...,—,204 

Tether Beast ... .—.A3;11J8 

flw’ta/utfio (-w Horse. Moon*) 
VuitiLvd [Aka Tomb Tappei),,A3412 
Thanatnr 

[Automaton. TrobtijniTs)A244 

Thcssal monster .A3:11)9 

Thessnlhyd r±i 
Thesaalgorgon 
Tbessalmera 
Tbessaj trice 

Thi'rwnthrvyr (see Lyomlhmpe) ,.130 
thief 11 fuman. Thit'f/THugt. , . ..1% 

TboroU (Spirit. Rock)..A3i99 

Thorn-Slinger 

I Plant. Dangerous) .....2 y l 

Thorny (Plant. Intelligent)....293 

Thought Eater... 341 

Thri-Krccn . 342 

Jbkr-Kr&ri 

Kixchit 

Thug (I tumam Thief/Thug)..1% 


Tick. Giant (Insect)...204 

Tick. Heart....... A1 

Tiger. Wild [Cat, Great).36 

Time Dimensional.A3:117 

Common 

Noble 

Royal 

Titan.*...—.343 


Atgom 

Gir^Ofi 

Malephus 

Mane 

Potphyl 

Syllin 

Tiger (Cat. Great] 

Tiger. Wild... 36 

71 ge r. Saber-Toot lied 

(Smiludonk—,...—.^—36 

linker Gnome (Gnome)....—139 
ntantTlhuru (PLusl, Animal) ...A2.4J7 

Toad. Giant-- .345 

Fire Toad. 345 

Giant Toad ...*...345 

lojToad.,,,.,.,.345 

Poisonous Toad ,,,—-,,-345 
Toif/r-Kmfn (see Tfori-KreerO 

Tomb Tapper « i ii«,.»»■■ ,. A3:ill 

Idrnc Guardian 

[Elemental Fire-Kinj .,A,Y38 

Topaz Dragon (Dragon, Gem).34 

fradhiodon (Dlna^iur),,,.,.A239 

Trader (Human. 

Merchant/Trader)..,,,!% 

Tradesman (I luman, 

Tra desman/Craftsman i .196 

Tree ,. At 

Park Tra 
Death s Head Tree 
Singing Tree 

Treani... NMS 


Tressym (Cat. Small)-3$ 

(as Oft. Wiwgerf) .Al 

Tri-Flower Frond 
(Plant Dangerous)...■ : „ ! , !l .-291 

Tribesman [Human)... !96 

Trioeratop* (Dinosaur)..34 

Triton.. .347 

Trobi'LindA Automaton 

(Automaton) ,.A2:14 

Tragi od vh?,.. .....348 

Troll 

Troll **....349 

Scrag. Freshwa ter ,w— —349 

Scrag, StdtWfl ter...... 349 

Desert Troll...349 

Giant Troll 349 

Ice Troll. 349 

Spectral Troll_.._ ....,,,,, .349 

Snow Troll....—,AI 

Two-Headed Troll 349 

Tshala [FifH.nl)...,A3:47 

Tunnel Worm (Centipede)—.42 

Turban. Vizier's 

(Vizier's Turban) ., P .. Tr ..™™A2:nO 

Turtle, Giant 

Sea Turtle.. A2:I08 

Snapping Turtle,.,..A2:106 

Tu y e we ra.. — _AI 

Twilight Bloom 

(Plant, Dangerous)..A2M5 

Two-Headed Troll...„349 

Tyranusaurus (Dinosaur) ..54 

Tvrg (Mam malj ., 3241 

Ulitharid... .Al 

ferr atm* lllithid, Alhoon) 

Umber Hulk 

Umber Hulk......™...352 

Vodvanoi..........352 

Umpleby.,...A2:W 

Undead Beholder (Beholder) ,.,....21 

Undead Dragun Slayer.A3:113 

Undead Dwarf... AL 

Undead Elf 

Baelnoni .. .Al 

Banshee / Groaning Spi ri t... .13 

iiudead Lake Monster ...Al 

Unicom 

Unicorn.. 353 

Black UnicornA3:1T4 
Unseelk I'^erit- [Sprite.A2.1 Oh 

Urchin... „„ „«354 

0)odk Urchin..,«.354 

C^seti Utthto .. 354 

land Urchin,„, lm .., + „.. + ..354 

Red Urchin____ ..354 

Silver Urchin . .. «.,..3S4 

Yet tow Urchin_____-.354 

Urd (Kubnldl.... ,,.,.,.214 

Ulhrakt (Spirit. Forest).....A3SJ6 

Vaath.,.„.. T ,„. r „.,„JV3:I15 

Vampire 

Vampire...—.......355 

Vam p ire, Eastern.. ..355 

Vampire Moss 

(Bant, Dangerous).Al 

Viralpiric Mist (Mist. Vompine) .254 
Vampiric Ixixachitl (Ixix.).319 

Vampiric Will f......AI 

Vcyepyywy (aka Mold Man).....,.,256 

Verbeeg (Giant).... ..,..147 

Verne (Fish).A2:52 

Vermin, Elemental 
(Ekm en l.tl Verm in).,. - .—A 1 

Vilinj (Parable)—...Al 

Violet Fungtis (Fungus)..120 

Violet Garbug (Garbug) A1 

Vi stana (11 Union) ,—.A 2:72 

Darkling.. A272 

Dukkiir..,,,,.. A2i72 

Fohtah.- A2:72 

Mortu.. ...,A2 j72 


Viziers Turban ..AZllO 

Voadkirn /Wood Giant (Giant) ._14B 
Vodyamoi (Umber Hulk)............^2 

Vortex Spider ..A3:116 

Vos [Human, Cerilian) .-..,..„,..A35b 

Vulture (Bird)....—-.27 

Common Vulture ...—..—-27 

GianE Vullu re...... .27 

Wa II, Living , .,_224 

Wall-Walker... .Aim 

War Dog (Dog) 57 

Warrior (Formlan).A.3;48 

Wa mo r [ Fasa ri-N i m l i. ...—A1 

Warthiag (Mammall....241 

Wasp, Giant (Ins^t)--,,-. 204 

Watcher f Beholder)....25 

Watcher 

1 1 ife-Shaped. Guardian) AT7(J 

W r ater Beetle (Beetle)......18 

Water Elemental 

(Elemental, Fire/Water) ....100 

Water Naga (Naga) .. .. .266 

Wj If r Weird 

(Ele men Lai. 3Va ter-Kin l -..... 104 

Walt ley (Fi*h, SubL).. ...A2:55 

Weasel [Mamma h.. ,241 

W'easol. Giant 

(Mammal, Giant),..A2:83 

Web, Living 
Living Web 
Memory Web 

Webbird. .. ,_A2iT13 

Weed Eel (Fish}____—,.,117 

Wernk . .357 

Werebadger (Lycanthropc).At 

Wefcbn t (Lycan thrOpe).....J233 

Wercbear [ Lycan tl i rope).234 

Wemboar f Lyconthnipe) „. t .„^,.235 
WVivcmctHlik (Lvcaiuhmpe} .A.3:75 

W r ered ragou ,..........,.—.....A3118 

Werefcot—Fox Woman 

(Ly can thrope)*,*..*—.,***, -236 

W'crqagvi,! r (L.vca n th rope).AT 

Wefepanlhor (Lycantlirupe) ,,A2:51 
Werera t (Lycanthrope)—,,.., 37 

Werecaven (Lycanthrope)..238 

Wereshark (Lycanthropf)-A2.-H2 

Werespider (Lycanthmpe).A3:76 

Weietiger (Lycanthrope)..„39 

Werewolf (Eycanlhropel.. .24L1 

Whale 

Cnmmon VY ha let —■— .—. 358 

Giant Wlialt ... 3^8 

Killer Whale ,,.,^358 

Narwal Whale ....358 

leviathan....^353 

Wharf Ral (so Rat, CornTnon),,, 300 

WhipsttBg.,...—-Al 

While Dragon 

(Dragon.Chromatic) ..69 

Wliite Pudding 

(Pudding. Deadly).297 

Wight... J60 

Wild Baboon iMammal, Small)..244 

Wild Cat [Cat Small)...38 

Wild Dog (Dog)...57 

Wild Dwarf (Dwarf).^,A2:47 

Wild Eagle (Bird)—,,,. 27 

Wild Horse (Horse).,...., . 194 

Wild Fig (Mammal, Small)..344 

Wild Tiger (Cat, Great)...36 

Wildcat (CM, Small).~.,,„.38 

Will o'wisp ..361 

Wmgttf An'htr (aka Mrirrasht}— Al 
Winged OwlbcMr (OwlbearT, A3:85 
Winged Serpen! 

{Snake, Winged)... 222 

Wind Walker (Bbrmntol).. Al 

Windghosl... Al 

Winged Gnashur (Gnashcr)...Al 

Wizard (Human),...]96 

Wizard, Spectral 

(Spectral Wizard)..Al 


Wizard U« {Par.iHilet...31 

Wnlf„_*_.362 

Wolf,..,... .362 

Dim Wolf .,.,.... 362 

Winter Welt ... 362 

Wofg... 362 

Wolf, Other 

Dread Wolf. Al 

Stone Wolf.___Al 

Vampmc Wolf-... Al 

Zombie Wolf.. 

Wolf were... 363 

Wolverine (Mammd).—241 
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.A3M 
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. 204 
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—364 
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. 364 
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,,,364 

Purple Worm - .. 

. 364 

Rot Grub _ _ — . 

.364 

Worm, Other 


Death Worm 
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,,,170 

Tenebrous Worm 


(Glue m wing) , ... , - 

. 157 

Tunmd Warm (Centipede) 

.. 42 

Wraith . 

, .365 

Wraith, Shimmering .. 

. Al 

Wraith-Spider .... 

.A2TI4 
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. 366 
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. Al 
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,A1 
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,A2:115 
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Yell me Musk Zombie . 

,.,..291 
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.. 254 
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+ A2:U5 

Yihu-efiaii 


[Life-Shaped Transport)., 

.,A3:71 

Yeti 

.368 

Yuan-ti ..,..,.*,3........ 

,,,269 

PlIt^hllKUl. 

.369 

Halfbreed .... .. 

_369 

Abom ination ...... 


Yuan-ti, Htstarho ... 

,,,,3711 

Vnirrtlflth i In.inlL'in.. 

.371 

Least Gun rdtnn .,371 

I.^^M^r Ciirtnjidn ,,,... 

.371 

Greater Guardian ..— 

. 371 

Zara tan (scr e/so. Turtle) . 

—372 

Zebranaui (Centaur-Kin). 

4.A230 

Zhentarim Spirit. ,,, 

,.A3:JW 

Zombie ... 

.,,,373 

Common 2k^mhie 

.,...373 

|u-Ju Zombie...,,.,.,..,.,, 

.373 

Monster Zombie. 

.373 

Sea Zombie.,,.. 

.373 

Zombie Lord —. .. 

.,373 

Zombie, Yellow Musk 


[Plant, Dangerous).. 
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Zombie Wolf (Wolf).-. 

.Al 

Zorbo .. 
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MONSTROUS COMPENDIUM® Annual 

Volume Three 


DungeonsocPragons 


\ \ / elcome to Year Three! Drawn from our 

\ / \ / best adventures of 1995—not to 

mention the award-winning Dragon®, 
Dungeon®, and Polyhedron® Magazines—this annual 
also marks the return of many old classics and 
introduces some nifty new critters! 

More than 100 denizens of the land, sky, 
sea, and Outer Planes are ready to sneak, storm, 
or wheedle their way out of these pages and into 
the nearest adventure. These creatures, many of 
them from the Forgotten Realms®, Birthrights 
Ravenloft®, Dark Sun®, Al-Qadim®, and Greyhawk® 
settings, are looking for new worlds to conquer. 

This collection features a full, combined 
index to the Monstrous Manual™ Tome and 
all three annuals. 
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